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' REVIEWED! Flashback, Lionheart (the finished version), Creatures, =/ & _____
: Universal Monsters, Walker, Transarctica, Exodus and many more. —
TIPPED! Complete Indy IV solution, Legends Of Valour player's L e
guide, No Second Prize hints, Pool tips plus much more! ] ——————_

PLUS! Dino Dini talks about Goall Massive budget games round-up! )
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LEE IS HAVIN LESS NIGHT,
...sure he's fast asleep, but that won't stop him
taking one of his nocturnal journeys! Fortunately,
our sleepwalker has a courageous canine companion
who will try his utmost to protect his master from
coming to any harm - Lee's faithful mutt, Ralph.

Lee's four legged friend is zapped, bashed,
clobbered, pummeled, singed and squashed, but
nothing will stop him from performing his dedicated
duty, (although the odd fire hydrant may distract
him)... it's all par for the course of a night errand.
These midnight meanderings take him to the most
hazardous of places... the creepy graveyard, the
gooky zoo, precarious construction sites and the
traffic strewn city streets, but Lee's loyal rover
steadfastly guards his master from all
impending dangers - with painful
consequences!

Featuring sound effects and speech created
by LENNY HENRY, and superb cartoon style
animation.

"Makes Sonic look
like a hedgehog.
You'll want to take
a bite out of this"
Lenny Henry

"So brilliant it's
left me speechle
Mr. Bean

C&d (DISK & CASS.)
ATARI (STE ONLY) ¥
CEM AMIGA
1BM PC

"More amusing
than something so
amusing that when people see it
they say that's amusing!!!"
Edmund Blackadder
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PLAY THE GAME FOR...

HERE ARE SOME PR
IDEAS ON HOW '
YOU CAN GET
ONTO THE
SLEEPWALKER
SPONSORSHIP

TRAIL:
. gL EEPWALKER

B N e ﬂg DECISION
L/ W & YOU WILL NEVER

REGRET - the game is :
voiced by LENNY HENRY,
and worked on by some of
Britain's finest comic minds (and a couple of gits who
happened to be around that cvening&.

A donation from the sales of SLEEPWALKER will go
direct to COMIC RELIEF.

ART
E Pin the great SLEEPWALKER CHALLENGE
which will be invading all the big retail
~ chains during the weeks before RED NOSE
DAY - March 12th 1993.

(U VN SPONSORSHIP CHALENGES

BEATING YOUR HIGHEST SCORE -
take on your dad or your teacher, or even
your school in a SLEEPWALKER CONTEST.

%’ ' DREAM UP YOUR OWN HIDEOUS
== CHALLENGES to harrangue your friends.

== / fund projects in Africa and the U.K. Every penny raised by
/8iais.  Comic Relief in public donations and through
IR0/ the sale of merchandise is allocated to a
PS8 5/ - specific charity project.

OCEAN SOFTWARE LIMITED 2 CASTLE STREET + CASTLEFIELD - MANCHESTER - M3 4LZ
TELEPHONE: 0é1 832 6633 ' FAX: 061 834 0650
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2 BOOT SECTOR
What's on the disks and how
to use them.

15 NEWS

Team 17 announce they're
producing another game for
the A1200, occasional The
One cover artist Dave Gibbons
helps create a new game and
Zool hits the arcades, amongst
many other things.

232 LETTERS

There are a million stories in
the naked city here you'll
find some of them.

26 GOAL! MOUTH

Dino Dini, creator of Kick Off 2
and the forthcoming Sensi-beater
Goal!, speaks in this month's One
On One interview.

ON THE DISKS ...8

We're great, aren't we? | mean, come
on - what other magazine could offer
you fully-playable demos of
Flashback, SuperFrog, Prime Mover
and Woody's World plus a complete
Defender clone?

29 WORK IN PROGRESS

A slight change of face for the
Work In Progresses, which now
offer you more in-depth looks at
games coming your way than ever
before. Try it, you'll like it.

42 WHY THE NEED
FOR SPEED?

Commodore's new A1200 may be

a great machine, but why buy

one when there are no games

written for it yet? We tell
you why.

It's been a good month
for software - that's

Streetfighter 2?
Crapfighter Poo, more
like. Team 17's latest and
possibly greatest faces off
against the Capcom colossus
and gives it a right kicking!



GAMES FEATURED IN THIS ISSUE

A-TRAIN WIP a1

BART VS THE WORLD WIP 41
BLASTAR WIP 39
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LEMMINGS 2.....78
Say goodbye to going to
bed at a sensible hour,
because those little green-
haired goons are back - with a
vengeance.

why there are four massive four-
page reviews in this month's
reviews section.

22 UPDATES

A new and occasional section of
The One where we take a look at
games re-released for the A1200.

24 CHEAPOS

Budget bonanza! This month there
are nine pages packed to the gills
with cut-price releases. Which
reminds me, | must go and have a
game of Carnage... (You'll get this
small 'gag’ later.)

96 FREE FA. CUP
TICKETS!

Ocean are offering a lucky reader
the chance to go to the F.A. CUP
for free in this great compo!

98 KILL ZONE

Complete solutions to Indiana
Jones IV and Future Wars, and Leg-
ends of Valour start-up tips are just
a few of the goodies in this mon-
th's Kill Zone.

118 PD ZONE

Simon Byron brings his incredible

50

CARNAGE CHEAPOS 92

CAPTIVE 2 WIP 30

CHAMP. MANAGER 93  WIP 40

CREATURES REVIEW 14

CRYSTAL KINGDOM DIZZY REVIEW 17

54

FLASHBACK REVIEW 68

Intellectual facultil to bear on this  WMAMAAadad ——
month's crop of freebie software. 84

121 DIARY OF A 98 |

GAME
38

Not much further now, chaps...

124 compPo WINNERS B SRS LEUDIE RIS m
Have you won with The One? LEGENDS OF VALOUR TIPS m
126 RECOMMENDED T P AL U 78

Don't make a rash purchasing deci-

sion which you'll regret for the rest LIONHEART REVIEW L1
of your natural life - read this and

spend wisely. NO SECOND PRIZE TIPS 113
- PIPEMANIA CHEAPOS 86

POOL TIPS

POPULOUS CHEAPOS 91
RICK DANGEROUS 2 CHEAPOS L
SMASH T.V. CHEAPOS 86
PSSR swv  ceeos IO
texture-mapping mad! Now
Tony Crowther's into it, and TRANSARCTICA REVIEW o 56
he's using it to amazing effect
in the stunning sequel to the UN'“EHSAL MOHSTEHS HE“IEW 64
i | WALKER  REVIEW R




BATTLE ISLE
13.49

9.48

SIM CITY & POP

£6.99 16.99

30 CONSTALCTION KIT ...
30 CONSTAUCTION KIT

VROOM
12. 99

RAILROAD TYCOON
13.99

Games marked NOP will not work on A500 Plus, A600 or A1200. Games marked NO12 will not work on the A1200. All prices include VAT and UK pnsluge
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448 CIVILIZATION {1 BEQ)....
1.0 COMBAT AIRFATIIBI.(NEH

-
A

CHAMP MGR
12,99

TITUS THE FOX PINBALL DREAMS GRAHAM TAYLORS

12.99 10.99

JAGUAR X220
10.99

AR AIR-BUE (1 MEG) 1.08 COMBAT CLABSICS
ADDAME FAMILY (1 MEG) 1.8 [F15 STRAKE EAGLE 2, 683 ATTACK SUB,
ADI ENGLISH (11-13) .. 6.5 TEAM VANKEE) {1 MEG) (NO1Z)

B89 COMTRAFTION (NOAZ} ...

6.8% COOL WOALD (1 MEG] ...

6.5% COAAUFTION |

L1688 CRAZY CARE I (MO1E) .

6.8% CRAZYCAREI ..
ADIMATHE (1912} 6.9% CREEPERS (NO13) ...
ADN MATHE (12-13} 694 CRLISE FOR A CORPSE
AN MATHE |13-14} 684 CURSE DF ENCHANTIA |t
ADVANTAGE TEHle-[m:Ilzl 6.9 H ...

748 L.

T893 DALY SPORTSC
A FORCE ¢l:|AluNH|1 MEG) (NONT) ., 1756

AIA SEA BUPREM

Eiuumm alLBrr BERUIL'.E Pa7, -Amus.
AARIER COMMAND] (MO1Z) .

AIA, LAND & SEA ATTACK EUS,
INDOY 500, F18 INTERCEPTOR)

ALIEN 3 BT
ALl o IF!ID {BPECIAL EGETION) | NEG) ..8.99

DARKMERE [1 M

22599

OVES
DARK GUEEN GF!KH'I'NN {1 MESG) ..
DARKSEED {1 MEG).......

DELUXE PAINT 4 (1 HEGI
{HAKW MODE & .i.l-o!iTIl:INh
BILMG .

Gl .1
DUBRGECH MASTER & CHADS I:'I HEGI I

g AMES Gl A TG DYHA BLASTERS

-l-ms Euullls ARMIS] :w ELITE (NOAT) ........ .II:I'H
ILEvln:I!wr!t AMOE] 1550 !H.‘.EI MEG| .. 1na8

A ESCAPE FIROM THE FLANET OF

|m5T msrﬂm#nmmmm; L2290 THE ROBOT MOMSTERS (MO13 148

AMOS PROFESSIOMAL ESPAMA THE GAMES §2 1 MEG) | 1049

L

AT.49

[MORE COMPLEX VERSION OF .M.ICIB|HM
ANOTHER WORLD

APIDYA .. 1'.".4II
AGUATIC GAMES . A8.80
ARABIAM MIGHTS INEII:EI-

ASSASSIN (1 MEQ) .
AVAEH HARREER ABSA

MEGA LD

FIRE & ICE

BATTLE ISLE DATA DISK 135 FLOOR 13
BATTLE OF BRITAM
BATTLEHAWKS 1843 |Hﬂ12:| ¥
B EID ..

BEACH VOLLEY [NOWZ] .
GAME _.

BLACK CRYPT (1 MEGF)

BLUEE BROTHERS ...

BOODY BLOWSE (1 MEG)

BDKING MAMAGER M'IJ‘_'I
H

B
cllﬁolﬁ
cmumn EG) (MO13
CARL LEWS TRACK & FIELD
CASTLES (1 MED) (WO 2
CABTLES DATA

CELTIC LEGENDS
CHAMPIOMS HIF unuwmn uem
CHADS EMOINE
CHUCK ROCK (NO13] .
CHUCKIE EGO (NO13) .
CHUCKIE EGG 2 (NO1Z) ..

(LLEWGE 'I'Hig

GAUNTLET 2§

FOR AMIGA WITH
SONYICITIZEN DRAVE

GGETIRM0.00

SCAEENBEAT STEREC SPEAKERS
FOR AMIGA OF 1BM PC.
REQLERES 4AA BATTERIES OR
MAINS ADAFTOR, DESIGNED
SPECIFICALLY FOR COMPUTERS,
INCLUDING MOUNTINGS FOR
ATTACHMENT TO MOMITOR,
GGHSSE

LLE:

MAINS ADAPTOR
FOR SCREENBEAT SPEAKERS ... .GGSS38 ... 7.99
WEGAMI{ MASTER BOUND SAMPLER
FOR AMIGA (1 MEG)
PN

WICH AMBGA 12 (CAPTURES COLOUR

IMAGES FROM VIDEQ / CAMCORDER.
COMPATIBLE WITH TAKE 2, DELUXE
PAINT 4 AND MOST ART PACKAGES)
GFB083 Ba.

EYE OF THE BEHOLDER (S
EYE OF THE BEHOLDER 2 {1
F.A PREMIER LEAGUE FOOTBALL (MO3) .
Fi5 STREKE EAGLE 2 {1 MEQ) .,
F16 FALCOM [HO12)...

Fi8 STEALTH FIGHTER [NOP} ..
FABLEE & FIENDS-LEGEND
OF KYRANDIA (ND12) {1 MEG).
FANTASTIC WIORLDS (REAL

I
i MANLA, POPULOLS,

A% WONDERLAND) (1 MEG) (MOUZ) _......
i FINAL COPY 3 WORD PROCESSOR |
"

]

1335 FOOTBALLER OF THE YEAR 2
FORMULA 1 GRAND PRIX (1 usm
FUN SCHOOL 2 {2-5) .
FUIN SCHOGOL 3 (8K .
FUN SCHOOL 2 {B+)
FLIN SCHOGIL 3 (2-5)
FUN SCHOOL 3 (5-T)
FUN SCHOGL 3 (T4} ..
FUN SCHOOL 4
FUN SCHOOIL 4 (5
FUN SCHOOL 4 (Ts
FUN SCHOOL SPECIA
WEALINS MATHS =i
FLIN SCHOOL SPECIAL -
PAINT ‘N CREATE
EDUCATIONAL ART [5+].
FUN SCHOOL SPECIAL -
SPELLING FAIR (T-13) ..........
FUTLIRE WARS

GHOULS W GHOS %
Lm0 R R

EXTERMAL 3.5" INSE. DRIVE

MECHAMISM, QUIET, HIGH
QUALITY, SLI LINE DESIGN,

-
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290
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B
.00

17.48

Huruuuuuum muuu O3] 1388
FLAMES OF FREEDDR
FLIGEHT SIMULATOM 2 § l;|12| =ERRE
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E $35

whml‘ﬂm DELUXE WORK CENTRE FOR

[ -
F1 GRAND PRIX
14.99
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EMCHANTIA
12.99

 STAR BLY

HOOK
11.99

DUNE
13.49
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FIRST SAM MEGA
_13.99

KODENS EJ..IJI.'I'
11.99
N

MOMKEY ISLAND

13.49

ROBOCOP 3

11.49

F15 STRIKE 2
11.99

BATTLE OF BRITAIN

- —r— S o PR | :
ISHAR LOTUS2  BLUESBROTHERS  PREMIERE JACK MICKLAUS ~ KICKOFF2  CRAZY CARS 3
10.49 11.99 8.99 11.99 6.99 8.99 9.99

QOBELIING 2

QGOLDEN AXKE .. B.49

GOLF (DCEAM) (RO12) 16

GOLF WORALD CLAES LEADERBOARD BAS
WORLD:

GRAHAM Q00CH

CLASE CRICKET {NO12)._.

GRAMAM TAYLOR'S SOCCER
MANAGER {1 MEG) ..

GREAT MAYAL BATTLES |1 E{I IHI:l'\-K
GUKRSHIF 2000 (1 MEG)
GUY BPY {1 MEG) ..
HARPOOM ¥1.21{1
HEAD OVER HEELE ...
HEIRDALL [1 HEGHHEHE[
HERDQUE

HERDDUEI-T!

LEGACY OF BDRABIL [ MEG)......c...
HISTORYLINE 1914-18 (1 MEG)
HITCH HIKERS GUIDE (M3} ............
HOLLYWOOD COLLEC

[ROBOCOP, GHOBTEUSTERS 2,
INDIAKA JOMEE ACTEON, BATMAN

THE MIOVIE] VS [NOP) ..

HOME ACCOAUNTS 2
HOME ALONE 2 [NOt !r sas 9.98
HOME OFFICE KIT DELUKE (KIRD WORDS 3
I'WoRD P‘HD‘C-‘!EEU'“] MAX) PLAN 4

|$Pl=t . AND INFOFILE [BUSINESS
u'ru.mt:s;. ue IUIRES ONE EXTERNAL
QIS DAIVE O HARD CRIVE. (1 MEL) 54,08
HOO 1108
HOT Ha.'rcHu [Ny 17,48
HUMANS (M il 1788
HUMANE ] 1208

IAH BOTHANS CRECERET |1 EI:I&

i

IHDIAMA JONES 3 ACTION
(FATE OF ATLANTIS]} (NO13).............. IT48
MDEAMA JONES 2 ADVENTURE
(FATE OF ATLANTIS] (1| NEG) (RO12) 2348
MTERNATION ALUGEY CHALLENGE ...17.49
ESHAR - LEGEND OF THE FORTRESS 1049
JACK NICKLAUS GOLF., "

JAGUAR L0 (1 MEG) .
Jnlls PO :m:n il
JAMES PORD 3 - ACEOCO)
JET SET WLLY mcm
JIMEY WHITES SNO
JINXTER |u..'a.¢nrpa.Ls.
JOHM BARNES EURCPE AN me:.u_rs n
JOHN MADDEN'S (LLS.) FOOTBALL ...
EOE 013 .. o
KICK OFF » EXTRA TIME nls.u.:mn] i
KICK OFF 3 (1 MEG) [NOWZ)......... :
KIDETYPE JURIOR WORD PROCESS0H |
KIND WORDS 3 WORD PRACCESSOR
EMIGHTMARE ... .
KNIGHTS OF THE SKY (1 MEG] .
KALSTY'S SUPER FLUIN HOUBE
LAST ML 2 (NOHZ)...
LEATHEIT GODDESSES (N012) .
LEG 15.68
tnm oF '-'I.Luun |r Ima] rm:n nakee
LEMMINGS .., 12,48
LEMMINGS T ........ . ]
LEMMINGS DATA DESK - OH NOT ........8.00
LETHAL WEAPOH (1 llEtl B — ]
LOMBARD PAC RALL iaci
1-THE nuu. EIu.LLEMDE

LOTUS
(1 MELG) {NOY .. 15,88
mms&nrrﬂ.mm-:nwrm |h'.'|'|l:| B.48

ARHOLA AT 200

(STEEL MONITOR STAND WITH
EXTRA SHELF FOR EXTERMAL
DISK DRIVE AND ACCESSORIES,
MOUSE HOLDER, MOUSE MAT
AND ALL IN ONE DUST COVER)
Leleby kL]

T80

DELUKE WORK CENTRE FOR
AMIGA ABOG OF ASD0 PLLES

{STEEL MOMITOR STAND WITH EXTRA SHELF FOR
EXTERMAL DISK DRIVE AND ACCESSORIES, PLUS
SOYSTICKMOUSE EXTENDER CABLE SET, MOUSE
HOLDER, MOLSE MAT AND ALL 1N OME DIUST G{WEH]

DELUXE WORK l:‘.F_NT‘FIE I'-DH A.IIK!AA.!I:-I:I

{STEEL MONITOR STAND WITH EXTRA SHELF FOR
EXTERMAL DISK DRIVE AND ACCESS0RIES, MOLSE
HOLDER, MOUSE MAT AND ALL B ONE DUST DD'\I"EM

- 3709

POWER SCAN HAND SCANNER FOR
AMIGA (VEREBION 2. TRUE GREY
SCALE, 100-400DP [INCLLIDES
SOFTWARE)

.00

BOLND ENHAMNCER

FOR AMIGA (BDOSTE SOUND)

34.899

LOTUS TURBD CHALLENGE 2 (NO12) 1988  PUBLISHER (PAGE LAYOUT PACKAGE) SUPER l:M.II.DHDH 1H ur
LURE OF THE TEMPTRESS 1 MEG) [W012) 13,88  CAN PRODUCE BLACK AND WHITE SUPER FNOG (1

MAGIC WORALDS MEWSLETTERS, FLYERS. ANMUAL SUPER HA

{ETOAM MASTER, DRAAGONS BREATH, AEPGRTS AND AZINES. REQUIRES SUPER HERG (NO12|
CRYSTALE OF ARBOREA) (NOVE) ... 15.88 E‘ﬂ?ﬂ TEAKAL Dei K DRIVE ON HARD: SUPREMACY Irqﬂ?:bl{i

MAMNCHESTER LIFHTEDM'I!? s Bl
BLANIC MINER [NOTZ) ... . -

McOOMALDS LAND (NO13Z) 1748 Pmmﬂl N PG COLOUR
MEGA SPOATS [SUMMER GAMES 1 & 2, NEWSLETTERS, ﬂouom 'N'I'El&.
WINTER GAMES) {NO12) 18 ANNUAL MEPORTS AND MA

MEGA TWING L‘DIEI‘

l".IILIIIHEH ﬁgLDUl i (PAGE LITD!?J-"r‘

AEQUIRES ONE I:ITIHPML Dlﬂ blr'ul'l o
HAR HIG TR

WICAD ENGLI O DRVE. t

{8 YAE TO GOSE. CONFORMS TO H.rlﬂ-mlt

HATIINAL CURRICULUM)......c.oooc. JEBS  PUTTY (RO1

MICAD FRENCH (BEGIMNER TO GCSE OUEST & GLOAY (BLOGDWYC
COMFORNG T HA' CLARIGIAL 688 MIDWINTER, CAD
ulcnumnmchmtﬂ‘rn l:ﬂ: MID CUESTRON 2

B-I.IEHI! 5 LEVEL. CONi

ATROHAL CURRICU T&
HICHIJ MATHE (11 YRS
CONFORMSE TO MATIHRAL I:l.ﬂﬂh‘.'l.ﬂ..l.lﬂ} B
MICROPROEE 30 GOLF (1 MEG) A259
MIDHIGHT RESISTARCE INU‘li
MIDWINTER ..o

S0R. SPREADSHE

[EDUCATIONAL PRDORAM FOR CHILDREN
AQED 3 {1 MEQ)... - AE8d
OPERATION WOLF HIHII
PACMAMNIA (NO1Z] ..
PANG .

PAMZA KICK BOXING EHEH |
FARASDL ETARS ..
PERFECT GEMERAL ..
PERFECT (REMERAL DA
Pk TOUR GOLF « COURSES
A TOUR GOLF COURSE D3
PINBALL DREAMS |1 WEG)
PINBALL FANTASIES

ELEEFWALKER...
ENASH TV (W01

POPULDUS X (1 MED) + SPACE CRUSA
CHALLEMOE DATA DEK ............. N5

POPULDUS 2 CHALLENGE SPECIAL FOACES |1 MEG)
DATA NEK (1 MEQ) ..................... 1198 BPIRIT OF

POAWER UP BPOATS

(CHASE H.O, TURRICAN, X-DUT, ALTERED ADVANTAGE TE
BEAST, RAINBIO'W tﬂLA.NDEHHDFl - 1088
POWERDAIFT . a -1
POWERMONGER 1NUIE| LR
FOWERMWDNGER W' UATA“I:III:HII 11 48
POWERWORKS

IPLAN PLUS SPREADSHEET, KIND
WORDS 2 vmnn OCIH-QH INFOFILE
DATABASE It(
PREHISTORI
PREMIER MANAGER (1
PREMIERE {i WE|
PRINCE OF PERSI h IEEb
PRO TEMKES TOWUA 2
PROJECT X {1 WEEQ) ...

h&nulﬂ-t'rll r—
STRATEGY MASTERS (P
HUNTER, SPMRIT OF E

BOCCER)
BUPER CARE I (NOP) .

ASTO CD DRIVE FOR AMIGA AS00 OR ASOOP, PLUGS INTD
SCSI PORT TO ALK COTY SOFTWARE. 1 MEG RAM
REQUIRED

!:ﬂa[; MEMBERSHIP

TECHOPLUS AMILA FAMILY COMPENDILM (KINDWORDS 3
WORD PROCESSOR, JIMMY WHITE'S SNDOKER, ZIPSTICK
JOYETICK, DUST COVER, FILE-A-DISK, HEAD CLEANER. §
BLAMK DISKS AMD MOUSE MAT) . GGR023 5198

GGBOSS ........ 3300

TECHOPLUS AMIGA POWER SUPPLY (SPECIAL COOL
AUNMING TRANSFORMER WITH SWITCH MODE). ... 4299

TECHOSOUMD TURBO SOUND SAMPLER
FOR AMIGA (INCLUDES LEAD FOR ATTACHMENT TO

WALKMANDISCMAN AND REVISED MANUAL) ... -1
ZYDEC STEREQ SPEAKERS FOR AMIGA WITH BUILT-IN
AMPLIFIER AND YOLUME CONTROLS. ... Ne—- 1
MULL MODEM CABLE .........conmmG0SEY ... 788

RF SWITCHFOR AMIGA (SWITCH BETWEEN TV
AERIAL AND COMPUTER WITHOUT DMSCOMNECTING)

QGBETT , —T
CLEANING KIT FOR COMPUTERS
(INCLUDES VACULIME . rerreere AMGISEAT | 1008

SIM CITY FUTURE WORLDS

LA [} MEG) (NOF].,
RE

, EVADPEAN
LT-H!.W‘IDHF-HP’B VRGE) {1 MEG) (HO1Z)

ALBBUR,
CHESSPLAYER 2150, Hi'I'I'I.EH.lﬂ'I'ER] 11

5]
(KICK OFF 2, MiCROPRIOSEE SOCCER.
MANCHESTER UNITED, INTERMATIORAL

O
ETUMT CAR RACER I]I.'HII

TV SPORTS FOOTBALL |
UG

WHELLS OF FIRE (H
CHASE M Q. TURBSD
WING COMMAKDER 141

88  COBMIC FOAGE (1 ME
8 WIZARDRAY 7 - CAU

GOLF, INDY m.
PROCESSOR

TH 1

o F I III
LI'.'Ii.I&

Z0OL (1 MEG)

LEADS

HI-FI LEAD FOR AMIGA

(STANDARD PHOND MPUT) ............G06815
MONITOR LEAD FOR AMIGA TO

PHILIFS CMBE3] MEZ MOMITOR ... .GGEBET ...

MONITOR QUALITY PECTURE) .........

TV BPOATS BLBEBJ.LLiNU‘I!b
TV SPOATS BOXOMG (NO1

688 WIZARDAY f - BANE OF THE
2049 THE DARK SAVANT (1 MEG).
e w
o1z 12 WORDWORTH §1,1E AMIGA 530 PLul
SPACE CRUSADE DATA DISK (NO12) 10.50  WOAD PROCESSOR
m (BPECIAL ENHARCED 7 MEG VERSION

WITH | MEG UPGRADE FOR ABDOP) ... TE.9%
WORDWORTH V1,10 AMIGA 0 ]

WWF 'IIR!E'I'LI‘HII E‘ﬁ &ﬂ.]
KEMOIH 3
MHGIHIMH 1HD‘IH

GR35 .

o

tlii::tsn

L [ ——— b
'.II:I«H MLUD'WW.MT:EHM 1688
Ll TSR
WAGOM 'I'-IMK N-n 1)
WALKER -
.1II4D WAKWORKE (1 WEG) -......
DRIV,
L LF ]

M |

POWE

IFIEJ!I. Imtﬂ I'Ml.ﬂ hLE e

OF ABOK] ..., B4 59
S

2oe T
SCART LEAD FOR AMIGA TO SONY TELEVISION [GIVES
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FLASHBACK

ince we exclusively Work In Progressed this game
S last September the whole nation has been waiting

with baited breath for the arrival of Delphine’s fan-
tastic Another World beater. Well, the wait is almost
over as Flashback is to be released in early April, so start
saving those pennies because it's a game not to be
missed. If you need any evidence of its excellence then
this demo should remove all doubts from your minds.
For those of you who are unfamiliar with the game
mechanics and plot it might be a good idea to read our
exclusive review, beginning on page 68, before you
attempt to play.

We join the story just as Conrad regains conscious-
ness in a mysterious forest with only his gun and shield
to keep him company. Manoeuvring Conrad around
the landscape is a bit tricky at first, but you should soon
get used to it. He can perform a number of snazzy
moves which are all accessed via the joystick or key-
board and, although the joystick commands are shown
in the diagrams below, you can substitute the cursor
keys for the joystick directions and either 'Shift' key for
the fire button.

There are a couple of extra keys which are required
throughout the demo. The Space Bar brings out or puts
away Conrad's meaty gun while the FIRE button or
‘Shift" keys release a wave of bullets which are fortu-
nately in limitless supply. Whilst the gun is extended
Conrad loses the abilities to run, jump and climb down




COVER DISKS

Phew! This month’s disks are hotter than eating a Vindaloo in the Sahara Desert

with your trousers on fire. What with Flashback, Superfrog

and Turbo

Terminator/Prime Mover plus others, these disks are going to be in as much demand
as free money. Simon Byron attempts to stay calm as he guides you through the

wonders of March's magnetic media.

FLASHBACK
WOODY'S WORLD

but he can perform a nifty roll
from a crouching position by mov-
ing the joystick either left or right.
Pressing FIRE when Conrad is
stationary and the gun isn't
extended either operates any
nearby switches or makes him pick
up any available objects. The lifts
can be moved by standing on
them and pressing FIRE with the
joystick held up or down, depend-
ing on which direction you wish to
travel.
The F1 key calls up the invento-
ry and highlighting an object you
wish to use is achleued by mmrmg Ieft right, up or down. Pressing F1 again
exits the inventory and holding down the ‘Return’ key uses the selected
object (if possible). The inventory can also be used to check the status of
the shield which fluctuates between a healthy four and a life-threatening
zero. If the value shown is zero then it's best to locate an electricity gen-
erator and use the shield on it, restoring the shield's value to its optimum
level and ensuring that Conrad can take a few more hits before his demise.

Diagonal jumps are initiated by holding the joystick in the desired direc-
tion, pressing FIRE so that Conrad begins to run and moving the joystick
back to the centre with the FIRE button still depressed. Conrad should then
continue running and automatically leap up and grab hold of a protruding
ledge if it is possible to do so.

With the controls successfully mastered you're now ready to take on the
world. And you're going to need to because this demao is full of devious
traps and deadly dangerous guards and robots. Most of the enemy have
their own special characteristics which you can learn and use to your advan-
tage. The hooded guards, for example, only shoot on sight and tend not
to look around very much so if you can find a way of sneaking up behind
them then you'll stand more chance of survival. There are a few trip switch-
es which move lifts and open doors as you cross them, some are advanta-
geous, others not - again, it's all a case of trial and error.

There's plenty to do and see in this demo. It will only end after you've
managed to activate a broken ‘thing' but we're not going to spoil your
enjoyment or make life any easier by giving away what it is. The only advice
we're going to give you is to use all objects at every available opportuni-
ty. Considerate, aren't we.

SUPERFROG
OBLIVION
TURBO TERMINATOR

WOODY'S WORLD
Vision Software

rom the makers of =™ %
Fl'o‘licrnbas and Cybernetix g

({two full Shareware
games previously featured on
our coverdisks) comes
Woody's World, a platform-
based cute-'em-up which bor-
rows from the classics such as
Mario and, erm, all the other
ones like it. Our hero this time
round is Woody, an elf, who's
task it is to rid six castles (each consisting of a number of zones) of
all the similarly cute meanies which have moved in and set up home.
This demo contains the entire Steam Castle zone and the objective is
guite simple - get to the exit!

Once you have waded through the comprehensive (?) option
screen you'll be in the game proper. Manoeuvring young Woody
around the castle could only be easier if we actually came round and
did it for you. Moving the joystick left or right will nfake the lovable
serf move in the desired direction and pulling down on the stick will
enable Woody to either enter one of the various bonus rooms if he's
stood outside a door, or crouch if he isn't. If you push the joystick
up, Woody will leap into the air and the longer you keep the ‘stick in
that position, the higher he will travel.

As usual in this type of game,
bouncing on the meanies will
cause their demise but direct
contact from above or either
side will deplete Woody's ener-
gy. As well as loads of oh-so-
cute creatures to kill, there are
also tonnes of collectables to
pick up en route to the exit.

§ Valuable gold coins which

increase your score no end can

hfwﬂmﬂnphﬂmuﬂumm:hﬂuwﬁmm

spring open if touched, revealing loads more of the aforementioned
coins of gold. '

Last, and best of all, are the little crown things which, if collected,
turn Woody into Prince and he'll shrink in height to about three inch-
es and make crap records. Sorry, he'll turn into a prince and be
endowed with the princely ability of being able to able to move about

faster (handy for fleeing bumn-
ing castles). If Woody collects ——_
another crown whilst in this =~ : .

semi-regal state then he'll
become a king and be able to
lob a handy king-type weapon
by pressing FIRE. Once the exit
is reached, thndmu’dlhm
erlndiﬂl-ht‘ﬂmetnmm
onto disk B,
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SUPERFROG i
Team 17

Cnntinuing the Team 17 tradition of releasing not-crap games,
Superfrog will be bursting onto the software shelves near you in
the next month or so0 and, knowing what an impatient bunch you
lot are, we've teamed up with Team 17 to provide you with this specially
prepared, not-to-be-found-anywhere-else level. Splendid!

Superfrog is a collect-‘em-up at heart. The idea of this demo is to
retrieve a set amount of coins from the Magic Woods and make your
way to the exit. The amount of coins that need to be collected is shown
in the bottom-right corner of the screen and once the counter reads
zero the exit will open. There are only slightly more coins than are need-
ed so you'll need to explore the whole area if you are to stand any chance
of successfully completing the demo.

Moving the joystick left or right will move Superfrog in that direction
and pulling down makes him crouch. Of course, being a frog of the

‘super’ variety, he's able to perform some guite spectacular leaps by
pushing up with the joystick. The FIRE button isn't initially used for any-
thing as Superfrog begins his quest Spudless.

For those of you who don't understand the term Spudless, let me

(B YOUR DISK DOESN"T' LOAD TE(EIN READ LS

explain. One of our Frog Of Steel's mates is a squidgy fellow who goes
by the name of Spud. U Like the idea of having a friend who you can
throw skywards and knock busy bees out of the blue yonder? You got
it! If you do come across this stationary ball-shaped fellow, then pick
him up by moving over him and you'll then be able to chuck him at any
fearsome creatures by pressing the FIRE button and moving the joystick
in one of the four main directions (for the intellectually-challenged, that's
up, down, left or right).

There's no need to collect Spud again once thrown as he automati-
cally returns to Superfrog after he's finished his aerial manoeuvres.
Beware of using this method, though, as a few enemies can't be
destroyed by Spud. If you fancy taking out the bees and other nasty
creatures yourself then you’ll be able to do just that by jumping on their
heads. Once splatted, the crushed cuties will disappear, revealing some
points-advancing fruits.

Team 17 appear to have thought of everything. Well, they've thought
of people having trouble mastering the already simplistic joystick con-
trols and have included the option to alter the sensitivity of the ‘stick by
pressing F1 (fairly robust), F2 (medium) and F3 (super sensitive).

| just love writing these last paragraphs, you know. What else is there
to say apart from something along the lines of “There you go" or some-
thing? Nothing, that's what, so | don't think I'll bother.

TURBO TERMINATOR/PRIME MOVER

Psygnosis

TAF SEED L EL g
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Terminator just as the coverdisks were being
compiled.
sygnosis has Because we're obedient, we duly changed the
Pbeen in a bit of a name on the disks and sent them off for dupli-
dilemma over the cation but since that time Psygnosis has realised

title of this game. You
may remember when
we previewed the
game last month we
stated that this Super
Hang-On style game
was called Prime
Mover. Well, appar-
ently the powers that
be at Psyggy decided
that there was some-
thing wrong with that
name and changed it
to the not-exactly-
good name of Turbo

that Turbo Terminator sounds completely stupid
and have returned to their original choice. Mow
that we've got all that cleared up we can take a
look at how to play the demo.

There's a complete track on offer for you to
race round and a number of powerful machines
on which to do it. Once everything has suc-
cessfully loaded, you'll need to decide which
motorbike you fancy your chances on. The avail-
able choices can be cycled through by moving
the joystick left or right and selection is made
by pressing FIRE.

Once in the race proper, you'll find the con-
trols fairly easy to master. Pushing forward
accelerates the bike, back decelerates and left
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Shareware

gone by. If you're old enough to recollect this aging arcade monster : ; 13870

then you’'ll no doubt be moist with excitement over the prospect of . e e -
playing this almost flawless conversion in the privacy of your own home. - e e e
It's not often that we spend weeks on end playing a Shareware game = e
(the only recent exception being Cybernetix, presented with the October's
The One, back issue fans!) but we've had to be dragged kicking and
screaming out of the games room by our publisher over the past month
because we were spending too much time "playtesting” the disk and not
enough writing the magazine (and don't say "it shows" because it's not
clever, hard or funny, in fact it's just plain predictable).

After selecting your control method, as indicated at the top of the
screen, it's off into the blasting action. The idea is to destroy all the scouts
and various other aliens before they manage to mutate all the humanoids
that you're supposed to be protecting. The humanoids wander around
the blue zone (shown on the scanner, along with the position of all the
enemies) without a care in the world and, if spotted by the scouts, will
be collected and taken back to the red zone.

Captured humanoids can be rescued en route to the red zone by
destroying the scout that's carrying them (you must be careful not to
shoot the tiny beings, though), thus releasing the poor tortured souls.
You can either let the humanoid drift casually back to earth via its own
little parachute or collect it yourself (by flying over it) and obtaining a
points bonus. Any humanoid successfully deposited in the 'zone rouge’
will be immediately mutated and after you, hell-bent on revenge.

The small circular flashing things that are suspended in space are Warp
Gates which can be used to move elsewhere in the level or to travel for-
ward three attack waves, although you can only do this if you have col-
lected at least four humanoids on the bottom of your ship.

Screen-clearing smart bombs can be released by tapping the Space
bar, an action which should only be used in extreme emergencies as these
explosives are in limited supply. There's also a neat, if extremely short-
lived, shield facility (activated by pressing the right ‘Shift’ key)} which
should also be used sparingly. The yellow bar at the top of the screen indi-
cates how much shield power you have left.

If you enjoy this game then, for Heaven's sake, send of the Shareware
registration fee to Mark Sibly who has worked extremely hard to pro-
gram this game, especially for you. If he receives an encouraging amount
from you lot then hopefully he'll continue writing superb Shareware
games, which has to be good news for all of us.

There's nothing like good old Defender to revive memories of days

== - and right turn the bike in that direction. The gears,
-". | although manual, are no problem at all and you can
: change up or down a gear by pushing up or down with
the joystick and pressing FIRE. The only thing you might
find fairly taxing is the course itself. It's a bendy, twisty,
ourvy affair which, coupled with the hordes of oppos-
ing riders, will make the race ahead extremely haz-
g e - . ardous and you're going to need all your reserves of
skill if you are to finish the race in first position. You'll
no doubt be pleased to know that the obstacles at the
side of the road aren’t fatal and should you touch them
you'll be nudged back towards the track with only a
loss of speed for a forfeit.

Your position, revs, gear and speed are shown on
the dashboard at the bottom of the screen and if you
glance towards the top-left corner you'll notice a rather
handy map which shows exactly where all the other
racers are. After six gruelling laps the demo will begin
once again with the opportunity to race on another
bike and improve your overall position.




Stretching
beyond im

From the Nth
Dimension...

HE'S AN INTERSTELLAR COSMOS DWELLER, QUICKER
THAN A FLASH AND SHARPER THAN THE 7th SAMURAL.

Once every year, the games world is rocked by a
game so stunning, so fast, so colourful, so big, so
demanding, se mega, so awesome, so varied, so incredible,
and so full of fobulous features and unexpected treats,
that everybody just looks at it and says “THAT'S IT!” This
year is no exception, and this yeor, ZOOL, THE NINJA
FROM THE “Nth" DIMENSION, is definitely “IT!”
"With Zool, the Amiga has proved it can do console type
games as good as the consoles.”

©2% Deminik Diamond on BBC RADIOD 1.

Into the

space beyond...

HOW WITH AH INCREIGINLE 33 MIEEIGHE

SPace CRUsabDe
The

. > D

ATTEMPT TO GUIDE YOUR SPACE MARINES
THROUGH 22 OF THE MOST HAZARDOUS AND
GRUELLING MISSIONS EVER!

The monsters that await all these whe would take up the
challenge are the most fearsome and pewerful ever
discovered in the known universe, Watch out for the entrail

sucking Vilous Porasites and deadly Spoce Ogres!
Success will bring honour, failure is the end of all hope!

IMPORTANT NOTE - VOYAGE BEYOND - expansion pack.
Owners of the original SPACE CRUSADE need only buy the
VOYAGE BEYOND expansion pack to play the new missions.

"S§pace oge adventure has never been so good.
An excellent addition to any Space Crusade
fans collection.”

Brod Burton - AMIGA ACTION



the limits
agination...

Taking
Pole position...

BECOME A GRAND PRIX LEGEND IN A
RACE FOR THE TITLE OF WORLD CHAMPION.
The most exciting racing driver in the world has teamed

up with the greatest racing gome producers to bring you
the definitive Grand Prix experience. Race the full 1992
season in the superb Canon Willioms Renault F1 car.
Real time coaching from Nigel Mansell himself.
Experiment with the cors set up to achieve maximum
performance for each of the 16 roce circuits.

THE REALISM OF THE RACE TRACK...

THE POWER AND THE GLORY!

"For sheer pants-gripping action it does the business. Nigel
Mansell's World Chompionship is an excellent game,
when you need a speed fix, this is the game you'll turn to.”
- GAMESMASTER MAGATIMNE.

Kicking the

competition into touch...

FAME OR OBLIVION? IT'S DOWN TO YOU!

The key to success lies with both player and financial
management. You should ensure those vital ground
improvements are made in order to pull in both crowds
and sponsors. In addition match success will lead to
higher gates and improved team morale.

Depending on the success or failure of your manbgement
skills, your team will either find itself leaping up the
Divisions on route to the top or languishing

with the part timers!

"Premier Manager convincingly boots other foctball
management games into touch”

AMIGA ACTION

() il ALY Gremlin Graphics Software Lid.,
£\ R \h Carver House, 2-4 Carver Street,
ek y Sheffield 51 4F5. Tel: 0742 753423

1992 Hosbro International Inc. AN rights reserved, “Space Crusade” &
Here Guest are produced in assecation with Games Warkihop Limited
Spoce Marines” and “Genestealer” are the property of Games Workshop
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GIBBONS

he much-vaunted collabo-
ration between top comic
artist Dave Gibbons and
Revolution Software is at
last starting to bear fruit -
and very tasty it is too.

Fresh from its success with Lure of
the Temptress for Virgin, Revolution
is now well into development of its
second adventure project, a bleak
science fiction odyssey entitled
Beneath A Steel Sky. Gibbons, who in
his time has drawn such award-win-
ning graphic novels as Watchmen
and Give Me Liberty (not to mention
the cover of The One's recent Christ-
mas special) and written the excel-
lent Batman vs. Predator, is produc-
ing all the artwork for the game on
paper, which is then painted by for-
mer Roger Rabbit animator Les Pace,
then digitised and retouched by Rev-
olution’s artists to create the final
graphic image. Gibbons is also writ-
ing and drawing the eight-page
graphic novella that is to come bun-
dled with the game, and forms the
background to the story.

“| owe it all to The One,” says Gib-
bons of his collaboration with Revo-
lution - just to fill you in, Gibbons
contacted the mag after we forgot
to credit him for his work on Watch-

men in an article back in 1989. We

gave Dave an Amiga and a copy of
DPaint to play with for a follow-up
feature, and that led to Gibbons' first
serious interest in computer art, and
his subsequent introduction to Rev-
olution boss Charles Cecil (then at
Activision). The rest is history.

“I think there's a lot of common
ground between comic strips and
computer games,” says Gibbons,
who has also contributed to the
game's storyline and general mood,
“and doing this game has been an
education for me - this is a new inter-
active medium, and | think it bridges
the gap between games and
movies.” Although he has worked on
the characters and other graphic
images for the game, Gibbons' main
input has been to provide the futur-
istic backdrops and landscapes, and
reckons that his previous occupation
as a building surveyor helped him to

come up with ideas for the the eso-
teric architecture.

Beneath A Steel Sky is the second
game to use Revolution's Virtual The-
atre adventure system, and tells of a
cyberpunk-type city where all power
is controlled from a giant network of
vaults and chambers under the
ground - hence the dramatic title.
The game is still in development, and
is due to hit the Amiga this Summer.
Look out for an in-depth Work In
Progress very soon.

STRIPTEASERS

... Good news for Flight Sim Buy-
ers! Simis is currently developing
‘Flight Sim Tool Kit' for Domark, a
program which will, supposedly,
enable players to completely
design their own battle scenarios
and so on. Whether you'll be able
to create new planes and entire
battlegrounds and the like is
unclear at the moment but rest
assured that we’'ll come back to
this fast-breaking story before its
release in the middle of the year...

...Yet more good news, this time for
A1200 owners. Word reaches us that
two top-notch projects in develop-
ment are being produced first for the
thirty two bit machine, with
chopped-down AS500/600 versions
following sometime after. The two
games in question are Millennium's
James Pond 3 (which has yet to
receive its full title) and Team 17's
Alien Breed 2, both of which
appeared in our recent preview
rounding the best of what's to come
in 1993. JP3 is due in June, with the
500/600 version following in Septem-
ber, at which time Alien Breed 2 will
be debuting on A1200. Incidentally,
look out for an all-new Diary of a
Game starting in The One socon,
chronicling the creation of that Alien
Breed sequel. Team 17 promise us
that it will be even more revealing
and no-holds-barred than the Uridi-
um 2 diary. Now that would be a
feat...

...There may still be time to pick up
a new Amiga before the prices go
up - apparently the around-£30
price hikes across the range (as
reported in News last month) are
taking a little time to filter through
to the high street retailers, so if
you're quick you can save yourself
a few bob on a new machine.
Well hurry up then...




GAMES

FOR THE SKY

attling TV games shows
Gamesmaster and Bad
Influence are soon to have
some new competition on
their hands - if you can call
it that - in the form of Sky TV's lat-
est venture.

Hewland International, which pro-
duces Gamesmaster for Channel 4,
is now well into production on its
second computer games show,
which satellite channel Sky One is
planning to show every weeknight
at 6:30 from Monday March 1st.

The exact format of the show is
still unclear, but it's understood that
the programme will have a different
theme each night of the week, rang-
ing from games challenges against
the so-called Videators (apparently
the greatest gamesplayers in the
world) on Mondays and Fridays, a
review night in the middle of the
week and general news and features

REACH

shows on the days in-between.
Expect to see plenty of EMAP stars
popping up along the way to lend a
hand.

The Videators night is the one
which grabs us the most. Gamers will
compete against each other through-
out the week, hoping to accumulate
as many points as possible. The play-
er with the most points on a Friday
will then be asked to gamble part or
all of their hard-earned credits in a
wager against a random Videator
and either double or lose all.
Games World will be one of Sky's
first home-made TV productions (the
company normally fills its schedules
with bought-in shows from abroad),
so that at least demonstrates the
company's faith in the software
scene. How much Amiga stuff will
appear, however, remains to be seen,
as the show is likely to be biased
towards the consoles. Pah!

ZOOL HITS
THE ARCAD

he Zool’phenomenon just
keeps on growing, with
Gremlin‘'s Sonic-eclipsing
ninja ant now planning to
move into the arcades.

A coin-op version of the top plat-
form romp has already been pro-
duced in conjunction with top slot
manufacturer Bell-Fruit, and was
unveiled at the recent Amusement
Trades Exhibition in London. The
game itself is expected to be similar
to the chart-topping Amiga original,
although we're promised “a wealth
of additional features” and 100 lev-
els of action.

“The reaction to Zool from day
one has been ecstatic and we are
both excited and delighted by this
development,” says Gremlin. “We
are sure his success in the home will
be repeated in the arcades.” We cer-
tainly hope so too, but Amiga-to-
arcade conversions are a bit of an
untested area - the only two we can
think of are Sidewinder and Xenon,
and neither of those set the coin-op

SPLAT!

ommeodore has teamed up
with Ocean on the ever-
increasing Comic Relief
Sleepwalker initiative, hav-
ing produced a limited
edition A1200 pack, which should
just have been released by the time
you read this.

Only 25,000 of the packs, which
includes a copy of Sleepwalker and,
of course, an A1200, have been pro-
duced, and for each one sold £10 is
donated to Comic Relief - so if they

world alight. Oh well, we're sure
Zool will do better. You'll be able to
pump money into the Zool coin-op
in amusement arcades sometime
this Summer.

sell out, that's a quarter of a million
quid gone to charity. "What could be
nicer than giving money to a worthy
cause and getting a fantastic new
Amiga 1200 at the same time?" rea-
sons Commodore MD Kelly Sumner.
We thought about this and have to
admit we couldn‘t think of anything
better. Well, nothing that we could
print, anyway. £399.99 is the asking
price (thrity quid cheaper than a
bog-standard pack), so hop to it
before they're all gone.



AMIGA AND US GOLD
SHINE AT CHRISTMAS

ast year's Christmas season
turned out to be a VERY suc-
cesful one for the Com-
modore baby, everyone's
favourite games machine -
aespite all the console hype, the

had Christmas Number ones every
year for longer than we care to
remember) came second with Micro-
prose, Gremlin Graphics and Virgin
behind them in that order.

It's obvious from these statistics

that the Amiga is very*much alive
and kicking and further proves that
Commaodore's machine will be knock-
ing around in some form or another
long after the consoles have been
and gone.

Amiga still proved to be the second
biggest selling machine over the fes-
tive period, beating the ‘Super’ Nin-

and Atari 5T (snigger) and being
pipped to the post only by Sega's
Megadrive, which was the most pop-
ular choice with the kids.

On the software side of things, US
Gold had its best year in eons,
trouncing all other companies to
make it to the top of the overall sales
chart, claiming a massive 20% of all
software sold over Christmas - main-
ly due to the phenomenal (but com-
pletely predictable) success of Street
Fighter Il, which is still at Number
One a month later. Ocean (who have
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NETBUSTERS -
FINAL MONTH!

t last it's over. The sixth and
final finalist has been
found, and the grand Rene-
gade Sensible Soccer tour-
ament is ready to step up
a gear and go onto the next round. The
One's six Sensisoccering champions will
very shortly be be meeting to decide
whao's the best, and the winner of that
battle going on to tackle the finalists
chosen by magazines who have also
been running the competition in
France, Italy and Germany. The winner
of THAT epic contest gets to go to
Europe to watch any continental fixture
of their choice next season. But we're
not going to try to make it sound like a
sexy prize to win any more, because
now you've got no chance. We've
found our six finalists now, so - and let
us make this absolutely clear - NO
MORE NETBUSTERS DISKS PLEASE!

“Sp," we hear you ask, "who is the
lucky so-and-so who will be joining the
other five UK finalists?" Good question.
The answer is none other than Alasdair
Brownsword from Sheffield, whose
fine ball-handling skills had us all agog
this month. None of the goals stood
out particularly, but it was consistency
of excellence we were looking for and
by golly that's what we got.

In four games, all against top-quali-
ty opposition (AC Milan, Napoli, Juven-

tus and Manchester United, to be pre-
cise), Alasdair slotted home gquality
goal after quality goal, including one
cheeky stunner that made use of the
new backpass rule - the goalkeeper,
having received a pass back from a
defender, ran with the ball all the way
down the field and craftily slotted it
into the net past his dumfounded
opposite number! Now that's what we
call a real Netbuster!

Did we mention that all six finalists
would also be receiving an authentic
Arlkowrights old-style football jersey for
their trouble? Probably, but it helps us
fill up a bit more space if we repeat it
again. Anyway, the finalists will be
notified of the next round details soon
and we’ll be keeping you up-to-date
with their progress through the rest of
the competition. Thanks to everyone
who entered - see you next season!

... Waddingtons may be better
known for board rather than
computer games but that's all set
to change with the launch of a
new company called Super Vision.
Owned wholly by the toy-making
giant, Super Vision plan to convert
a number of the popular board
games (Monopoly and, erm, some
others) to the Amiga. Whilst these
conversions never really set the
world on fire, SV is promising that
all games emerging from its pro-
gramming stables will be very
‘special’. There's also a number of
original games on their way but
the new company is remaining
tight-lipped about them. A few of
titles should begin to emerge from
the middle of the year so you’'ll
have to watch this space...

... Due to an unfortunate error, we
cocked up the price for Admiral
Software's Dalek Attack in our
review last month. Rather than
costing a now average £25.99, Doc
Who's platform antics will set you
back a very reasonable £15.99. It
won't happen again, promise...
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OH NO!
MORE HUMANS!

s, Mirage's wildly suc-
cessful prehistoric pals are
back with more levels,
more missions and more,
well, everything, really, in

The Humans: The Jurassic Levels,
which the company is releasing both
as a data disk and a complete stand-
alone pack.

Whilst not differing wildly from
the original game, these levels
promise harder dinosaurs, fiercer
enemy tribesmen and even rougher
terrains, all set against some spec-
tacular backdrops (so it says here).
The objects remain the same (you
know the sort of thing... fire, wheels,
rope, etc) but the levels are reput-
edly harder and the action as frantic
as a Roman Polanski film starring
Harrison Ford. And as for the price?
Well, the stand alone pack will set
you back a now standard £29.99 and
the data disk (for all you software
stars who already own the original
game) costs a (sort of) reasonable
£19.99. Both versions should be in a
respectable computer shop near by

the time you've read this

® If you're fed

up to the back

teeth because
your local computer emporium
doesn't stock the latest games
then help may be at hand in the
form of Virgin Retail who
announced plans to open six
more of their much-praised
Megastores this year. The only
confirmed site at the moment is
Kingston, Surrey, which will open
towards the end of the year.

If you aren't fortunate enough
to live near one of the other five
locations then you'll no doubt be
pleased to know that Virgin plan
to open between fifteen and
twenty Games Centres later on
this year. Hooray for them, then.

® Market trading software
pirates were dealt a double
whammy this month as ELSPA
stepped up their crusade against
the thieving traders. Two raids in
Essex and Kinross produced a
haul of just under a thousand
disks, worth nearly £25 000.
These seizures demonstrate
ELSPA's continued commitment
to reducing large-scale piracy and
you can be sure that raids will
increase in frequency throughout
the year.



PRSI S - T NN - T T A S

g—

Month Ending 28th December 1992

CHART COMPETITION!

Here's the first in a series of occasional Com-
pos in which you can win the top five games
featured in this month's chart. All you have to
do is tell us which company has the most
games in the four charts shown. Pop your
answer on a postcard and send it to: Chart
Attack Compo, The One, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU to arrive
by 28th March.

...A few dates for the socially
aware gamer's diary. As part of
the Daily Mail's Ideal Home Plus
exhibition at Earl's Court, London,
between the 18th of March and’
12th April, the show is to include
Ideal Electronic Games, a special
arena featuring the latest com-
puters, consoles and games as
well as special events and star
appearances. It's on for three
days, between Thursday 25th and
Sunday 28th of March. Later on in
the year you can expect to hear a
lot of talk about the Live *93 show,
a UK offshoot of the popular Con-
sumer Electronic Shows in Ameri-
ca. Again, all the latest hardware
will be on display, this time at
Olympia between the 16th and
20th of September...

...A number of high street stores
have announced they are to discon-
tinue stocking a several formats of
computer software, but you'll no
doubt be pleased to know that the
Amiga isn't one of them. John Men-
zies, not content with dropping the
dwindling titles of the humble Spec-
cy and Amstrad CPC just before
Christmas, are to go one step further
and axe Commodore 64 and 5T
software to concentrate on the
Amiga, PC and console games with
WH Smiths adopting almost the

same policy...

...Did any of you out there miss
the chance to. purchase Jimmy
White's Whirlwind Snooker, Lure
of the Temptress or Dune on their
original release? If so, help is at
hand in the form of Beau Jolly
who are to release a compilation
entitled 'The Greatest' in the near
future. All these games scored
over 90% when first reviewed so
the reasonable asking price of
£32.99 is an absolute steal if. Full
review next month...

SOCCER KID HAS REACHED MEXICO IN HIS SEARCH
FOR THE MISSING WORLD CUP..... :‘E’

COMING SOON:SOCCER KID!
ONLY FROM KRISALIS !/

B STORYLINE . TifA JAMLE
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No longer The Blitter End (simply because it's not at the end any-
more), The One's resident purveyor of rumour and libel has not
let the move from the rear of the magazine to the front throw
him off his stride. This month we've got as much irrelevant
rubbish and tasteless tat as ever. Take it away, Blit...

* The Blitter had many invitations to
Christmas parties over the recent fes-
tive period, but none guite so tempt-
ing as the one for Ocean’s yuletide
bash. The reason? Why, the Manch-
ester megalon's annual doling out of
awards to its staff for some of the
rmore, shall we say, dubious achieve-
ments on 1992, Just for the record,
here are some of the highlights...

PERSON WHO HAS DELIVERED THE
BEST CHAT-UP LINE IN 1992

Gary Bracey (Software Director) -
unfortunately the actual line is not
suitable for publication.

BIGGEST WHINGER AWARD
Ken Lockley (PR Manager) - foregone
conclusion.

“FAT WASTER" AWARD
lan Richardson (Sales Manager) - by
a landslide.

THE BOSS LEAST LIKELY TO KNOW
ALL HI5S STAFF ARE IN THE PUB

Jon Woods and David Ward - no sur-
prises here.

Copies of the full roster of all 20
awards, complete with first, second
third placings and honourable men-
tions, are currently circulating
around the upper echelons of the
industry for as much as £200 a time.
The Blitter, of course, has obtained a
full copy and is offering a discount
rate for anyone who's interested.
Cash offers to the usual address
please (Ken Lockley need not apply).

* The Blitter End does not enjoy hav-
ing to constantly publicise the
exploits of Ocean Sales Manager lan
Richardson, but unfortunately his
roistering activities make it oh so dif-
ficult for us to constantly turn a
blind eye. "Winkly’ (as he's known in
the trade) Richardson's latest adven-
ture took place while entertaining
two distribution executives who,
after an evening's ligquid refresh-
ment, were somewhat the worse for
wear by the time they returned to
Winkly's plush hotel.

The full details of the episode

still elude us, but we understand
that one of the said execs took it
upon himself to unravel one of the
fire hoses in the corner and run
along with it as a joke. What the
poor intoxicated wretch didn't
realise was that modern fire hoses
activate as soon as they are
detatched from the wall and have no
off switch, so within seconds of
grabbing the hose, Winkly's drunken
cronies had single-handedly man-
aged to flood the hotel corridor with
foaming high-pressure water, and
render many of the private rooms on
that floor waterlogged as well.

Panic ensued and, ever mercurial
in this thinking, Richardson man-
aged to cover up for his pals and
evade capture from the irate hotel
management, not to mention some
very damp guests. However, this lat-
est brush with authority does make
the Blitter wonder how long it will
be before Winkly's luck finally runs
out...

* The Blitter would like to apologise
for the rest of the magazine for its
tailing last month to bring you a full
review, as promised, of Thalion's
Lionheart, which featured on our
recent coverdisk. Although we
intended to, the German developers
recalled the product to make some
last minute changes. Our review was
put on ice, and the full low-down on
the properly finished version appears
in this issue. .

The game's unfinished form, how-
ever, did not stop our friends at
Amiga Power magazine (whose self-
righteous 'Policy of Truth' is obvi-
ously going from strength to
strength of late) from reviewing it
regardless. Not content with recent-
ly reviewing an in-development ver-
sion of Team 17's Assassin while only
a few pages away they said, and we
guote, “We won't review unfinished
games just to claim an exclusive,” in
their last issue they went ahead and
rated a version of Lionheart which,
in many respects, is quite different
from the game that will eventually
appear for sale. Will the apology that
masquerades as an ‘'update’ in the
next issue placate the readers? Only

time will tell.

And just when we thought that
the Bath buffoons’ definition of the
words ‘unfinished’ and "truth’ had
reached their most spurious level
yet, the latest issue of the magazine
that proudly proclaims “Don‘t buy
and Amiga game until you've read
this” features a review of Psygnosis’
Combat Air Patrol that was guite
clearly still in development when
they saw it. Less finished, certainly,
than the version of the game that
we were forced to reject for review
in this month's issue because it had
bug problems and was still in bits
and pieces at the time of going to

press.
There's a lesson to be learned in

e BLtAr

all of this somewhere, but the Blitter
is content simply to quote Jack
Nicholson's line from Batman. “Who
do you trust...?" Hopefully Editor
Mark Ramshaw will have more luck
in maintaining editorial standards at
Sega Power magazine, to which he
has recently defected.

* Look out Doctor David Upchurch,
there's a new pretender to your
crown! According to a press release
that flopped through the Blitter's let-
terbox recently, Ocean Software, as
part of its Comic Relief/Sleepwalker
tie-in, has recruited comedian and
author Stephen Fry to provide some
starter tips for the 84% rated game.
His pearls of wisdom include such
invaluable hints as “all objects have
a use somewhere" and the enlight-
ening “don't jump while walking on
telegraph cables.” Well, that should
make things infinitely easier for the
legions of Sleepwalkers out there.

But hang on a minute. Perusing
further on down the PR handout, it
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Haven't you lot got anything constructive to
say? All we seem to be receiving at the
moment are letters slagging off someone or
something - it seems no-one is safe from
our vindictive readers! If you fancy getting
in on the action then drop us a line at: Let-
ters, THE ONE, Priory Court, 30-32 Farring-
don Lane, London EC1R 3AU. If your letter
is particularly good then we'll send you
some free software for your trouble.

WORTHLESS
DIAMOND

Dear The One,

Just what is it with this Dominik Dia-
mond bloke anyway? Who the hell
does he think he is? Hasn't the fool
got anything more interesting or
intelligent to say on Gamesmaster
than the constant barrage of sick,
perverted innuendoes we have to
put up with, which are forced and
unnecessary (and unfunny)? These
comments do more damage to the
reputation of video games than has
ever been done before.

As an Amiga games player | want
to be proud to be associated with
such a pastime and to be able to
hold my head up high, but this nau-
seating creep is just ruining every-
thing by giving Joe Public the
impression that all computer games
players are either perverts or six year
old kids. Isn't this just extremely
annoying? Some might argue that
this sick filth goes above all the little
kids' heads and that it doesn't really
matter, but don’t you think that it's
just totally sick and evil for Dominik
to patronise them in this way?

Couple all this with the way he
jumps and screams about the place
like a demented headless chicken,
repeating everything he says, show
after boring show, and the way he
dresses and acts like a transvestite
who's just escaped from Broadmoor
(maybe he really has) then you can
see how he's going to turn more and
more people off video gaming. His
picture in The One (January) was a
real turn-off, | can tell you, and made
me feel quite repulsed. | hope you

don't show it again.

I'm sorry, but this perverted head-
case is NOT the right person to be
fronting a programme that is sup-
posed to be concerned with the ins
and outs of video games and he
should be got rid off immediately
before any more damage is done.
Any thoughts on this irritating
ponce?

David Jenkins, Morden.

Well, David, | haven't heard an out-
burst like that for a long, long time.
I have to say that | don’t really have
a problem with Dominik but yours
isn‘t the only letter we’ve received
this month regarding his talents.
Gamesmaster is fine as it goes but
we'd like to see a more mature pro-
gramme on computer games which
would be structured very much like
Film ‘93 in so much as it could
review games in-depth and also
include features such-as previews
and location reports - all things that
are missing from Channel 4's show.
What do other readers think?

DEJA VU

Dear The One,
| am writing about all the letters you
have received recently about how
great the Amiga is and how crap
everything else is. Now don't get me
wrong but | am starting to feel that
I've seen all this before.

| remember when | owned a C64
and the magazines were always say-
ing how good the machine was and
how it would never die out and now
it's happening again. It's only a mat-
ter of time before the old Amiga dies

out which is why | am buying an
Amiga 1200 because | think this
computer has a decent future and |
advise all 500 and 600 owners to do
the same.

Now that I've got all that off my
chest | have a few guestions:

(1) Why don’t you bring back the
six-page reviews you used in ACE? |
believe qguality is more important
than gquantity.

{2) Why not have just one
coverdisk and bring the price down
to £2.957 I'm sure you could fit three
quality demos on one disk (other
magazines do).

(3) Could you please do a WIP on
Captive 27 It looks brilliant.

{4) When will Elite 2 be released
and will there be an enhanced ver-
sion for the A12007

Please answer all these questions
as | hate it when you ignore part of
a letter. Finally, I'd just like to say
that | remember when David
Upchurch laughed at the possibility
of an Ultima Underworld-type game
ever appearing on an Amiga. | knew
the old git would be proved wrong!

Erol Allamani, London.

Hmm, yes, these computer debates
do have a habit of repeating them-
selves but it's only friendly jibes in
much the same way as football sup-
porters chant at each other (the dif-
ference is we've yet to hear reports
of computer format vandalism). This
sort of thing is likely to continue for
as long as there are computers so |
would start getting used to it if |
were you. On with the answers to
your guestions, though:

(1) Six-page reviews are, we think,
simply too big - all the important
aspects of a game can be covered
well enough in a four-page review.

{2) The coverdisk issue is another
old argument that just won't go
away. For a start, we always cram as
much as possible onto the disks - far
more than any other magazine. Two
examples spring to mind here - the
Chaos Engine which appeared as a
stand alone demo on one magazine
and with four complete PD games
on our disk, and Fireforce, again a
stand alone on one magazine, com-
plete with Cybernetix and another
PD game on ours. Imagine if we only

had disk this month - you'd miss out
on some really good demos.

(3) 5ee pages 30-33.

{4) As far as we're aware, Frontier
will be released sometime in April.

SENSISOCCER
IS CRAP

Dear The One,

Please will everybody stop going on
about how good Sensisoccer is - |
wouldn’t mind but the game is use-
less. Okay, the graphics are fairly
nifty but apart from that the game
is no good. The pitch is too small,
the characters are too slow, the
goalies act as if they're disabled, you
can't kick the ball far enough and
when you're dribbling the ball you
move even slower than usual. The
game is sad and | wish people would
accept this.

If you want a good soccer game,
buy Kick Off 2 and The Final Whistle
Data Disk. The speed is unbeatable,
the pitch is massive, the goalies can
perform more athletic dives than
Superman, you can kick the ball for
miles and there are loads of options.
Please print this as I'm sure there are
loads of other people who feel the
same way as me.

Matthew Edmonds, Tadworth.

Be guiet, will you?

WHO’S RIGHT?

Dear The One,

| would like to point out what |
believe to be an error in your Street
Fighter 2 review. On the first page
you had a caption which read;
“Although there is a cheat in the
game which enables you fight
against the same character, you will
not be able to play as any of these
geezers,” the 'geezers’ in question
being Balrog, Vega, Saggat and
Bison. Where's the mistake in this, |
hear you ask.

Well, in the Amiga Action they
showed the following screenshots,
Dhalsim vs Balrog on Blanka's level,
Bison vs Balrog on E. Honda's
level [etc., etc., - Ed.]. The
reviewer also stated that these
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could also be accessed with the use
of special codes. Who's right, then?
Thanks very much,

Martin Ramsay,

Stevenston.

First of all, Stuart, could | begin by
saying that we don't really appreci-
ate being sent bits of Amiga Action
- we‘ve enough toilet paper, thanks.
As for your "Who's right, then?"
guestion, well, I'm disappointed - we
are, of course. There are no codes
which allow you to play as one of
the guardians, the only way you can
do it is by messing around with the
disks and we're certainly not going
to advise anyone to do that as
there’s a severe risk of damaging
them. How Amiga Action got those
shots we've no idea, but they cer-
tainly weren't taken from the game
in progress.

AMIGA
OWNERS
UNITE!

Dear The One,
I'd like to ask Kelly Sumner some-
thing: Who the Hell did your market
research? | do not want to spend a
lot of money on an Amiga 600HD,
only to find that within a couple of
months it has been effectively
replaced by a more advanced
machine. | am consequently bloody
annoyed and cannot be the only
Amiga owner to feel this way.

| will not be upgrading and | hope
that all my Amiga-owning comrades
will join me and get Kelly Sumner the
sack for launching the A1200 twelve
months too soon.

Mr ). Smith, Stoke-on-Trent.

DUFF DISKS

Dear The One,
The only adverse comment | can
make about your excellent magazine
is that approximately fifty percent of
the coverdisks don’t work - usually
they appear to be completely blank.
Our newsagent is excellent and is
always happy to exchange the mag-
azine under these circumstances, but
often the replacement disks don't
work either.
| have checked with other people
| know who buy the magazine and
they too have the same problems. It
isn't compatibility problems, either,
as we have tried them on an Amiga
1000 with extra memory and a 1Mb
Amiga 500.
Mrs € Hughes, Australia.

I'm sorry to hear about your prob-
lem, Mrs Hughes, but can't for
the life of me figure out exactly

what’s causing it. It may, possibly, be-
something to do with the journey
over to Australia or maybe your
neighbourhood received a bad
batch, | don’t know. If the problem
continues please let us know and
we'll try and find out what's going
on.

THE FUTURE!?

Dear The One,

Picture the scene twelve months
from now where the CD-ROM revo-
lution has well and truly taken off.
All of the major software houses
have numerous releases already out,
with plenty planned for the near
future. The new CD-driven Amiga,
the ACD 200, has quickly become the
best selling computer since its
release in November 1993, The rival
Sega and Nintendo CD systems have
been struggling due to the ever
increasing extortionate prices.

It seems that people are finally
coming to their senses, with the
greedy Japanese business men who
squeezed their funds dry over the
past eighteen months feeling bitter
towards Commuodore. They now feel
that the days of ridiculously over-
priced game cartridges are over at
last. Quality will now be the name of

the game.
In the basement of a darkened
empty car-park, several black

limousines pull up together. Out step
the bosses of three major software
companies. The following conversa-
tion takes place:

Mr X: Listen, we have gone far too
long withstanding the costs of pira-
cy on the Amiga. It's time we did
something to recoup the losses.

Mr ¥: Yes, with the prospects of a
CD monopoly similar to the Sega and
Nintendo cartridge stranglehold of
92-93, it could be a very prosperous
year. After all, we can subject the
consumer to any prices we wish and
still be guaranteed phenomenal sales
figures.

Mr Z: Isn't that a little dangerous,
after all, these are probably people
who supported us and the Amiga for
years. Can we afford to betray their
trust?

Mr Y: We are in a competitive mar-
ket after all, so the prices of our
products should reflect what the
consumer is willing to pay. They have
shown that they will pay over £60 for
one 16 bit game providing it is hyped
beyond belief, and that was twelve
months ago.

Mr Z: | appreciate that we are
profit making corporations but we
should make our prime objective one
of consumer confidence.

Mr X: The bottom line is that as
long as we control a monopoly and
piracy is at a minimum, we should be
able to charge what ever prices we

consider appropriate.

The conclusion of this meeting is
that the companies decide to charge
between £40 - £65 for each CD-ROM
title and everybody buys the soft-
ware because there is no alternative.
The profits for 1994 reach an all-time
high and everybody is well p***ed
off with the software industry.

Be seeing you,
The Prisoner,

Paranoid or what?

“PATHETIC
REVIEWERS” |

Dear The One,
I'm writing to tell you what a pathet-
ic bunch of reviewers you have at
your offices. After reading Joe &
Mac, | find the rating of 22% outra-
geous. The graphics are just as good
as games like B.C. Kid (which got
74%) but the cartoonish graphics
and variety of colours deserves at
least 75%. The music is crap, I'll grant
you that, but no crappier than
McDonalds Land which was given
80%.And as for playability, have you
ever heard of a joystick or do you
usually play with the mouse in the
joystick port?

MNeil White, Doncaster.

And on almost the same subject...

“PATHETIC
REVIEWERS” 2

Dear The One,

| am writing to ask you what the hell
is wrong with you ‘Amiga magazine
people’ (The One, Amiga Action,
Amiga Power, etc.). | often buy two
or three Amiga mags each month
and | am sick of finding the same
thing over and over again. | have just
bought The One and Amiga Action
from W.H. Smith and on reading
them both | have become very con-
fused.

You lot gave Joe & Mac Caveman
Minja 22% whilst Amiga Action gave
it 79%. Now what do you expect me
to do, I'm torn between an abysmal
mark and a fantastic mark. Should |
buy it? Another example is Euro Soc-
cer which you gave an awful 26%
and AA gave it 76%. | think Amiga
magazine producers should come to
some sort of agreement about how
good a game is because us cus-
tomers don't know what the Hell to
dao!

Alan Vipond, Co. Durham.

Euro Soccer and Joe & Mac are two
of the worst games | have ever had
the misfortune to endure. If playa-

bility was a language then these two
games would be mutes. How any-
body could mark those games high-
ly is beyond me but I'd be interested
to see what the other readers think.
Usual address, please.

PROBLEM
SOLVED

Dear The One,
After selling my Amiga 500 at the
end of November, | purchased an
Amiga 1200. | am very impressed
with this new machine but some of
my software was still incompatible
even when using the different
chipset options upon booting up.
Then | discovered about the 'disable
CPU caches switch in the boot
options menu which, when activat-
ed, will accept some older software
which didn't previously work (i.e.
Jaguar XJ220 now works fine but
when it didin't even reach the intro
sequence before).

| thought | would pass on this
information to any other readers
who have bought an A1200 in the
hope that this will be useful and
save them money by not selling their
old games or utilities.

Steve Pearson, Nottingham.

I've got no idea what you're on
about but thanks anyway.

ON THE
SCROUNGE

Dear The One,
Just thought | should introduce
myself. My name is Dererk [sic] the
duck. After having a ZX Spectrum
{yuk!) and a Megardrive, | have final-
ly seen sense and bought an Amiga.
Unfortunately | am now skint and
have heard so much about The
Secret of Monkey Island that | have
decided ! cannot live without it. |
would be enternally grateful if you
could introduce me to it. By the way,
yours is the best mag | have read so
far.
C. Greatbatch, Sheffield.

Right, readers, here's a lesson for
you. The above half-hearted attempt
to blag a game has failed, simply
because what the 'writer' doesn't
realise is that to qualify for some
free software you need to actually
possess some talent, which 'C. Great-
batch' doesn't. We're not exactly
made of games so we only reward
letters with sofware if a letter is par-
ticularly funny (which the above
isn't) or raises some serious [ssues
fwhich the above doesn't). Under-
stand? See you next month.




BANID@ ABANDONED,

gy

N o e — — -
| DL i 2 s 0% P f r "y ,
i } L o W .1
T e i k| W ¥ e | \ ; Ty 3
b ra
[ % L] 1 = 1
i " » R |
L J i !

¥ ]

] § TS -
e : | 1 . Bl ! an
| 1k . %9 [ L,
P | ’ : m
e . ' ¥
ol | i

THE ULTIMATE IN ROLE PLAYING

© 1992 INTERNATIONAL COMPUTER ENTERTAINMENT LTD SCREENSHOTS FROM AMIGA VERSION
e T e T T e e

INTERNATIONAL + COMPUTER + ENTERTAINMENT
LTD - 5

BRIDGE HOUSE MERRYWALKS STROUD GLOS GLS IQA

' ()& 1 . < wf R T, r- e -




MOUTH

T o o - e

he first thing you notice
when you enter Dino Dini‘s
home is the vast amount of
cat-related things that
adorn his very cosy house.
Mot content with owning four of the
real blighters, there's a number of
feline ormaments about the place
and a tasteful draft excluder made
from about six moggies (all false,
obviously). After a glass of orange -
he'd run out of Coke, can you
believe? - and a quick butcher’s at
Goal!, we settled down in the lounge
for a bit of a chat.

Obviously your Amiga breakthrough
was Kick Off. What made you
attempt a football game in the first
place?

| was looking for a publisher to work
with and when | found Anco they
said that they were looking for
somebody to write a football game.
That was it, really.

Did you take a look at the football
games that were around at the time
or was it developed from scratch as
a game that you would like to play?
I designed it to be realistic - that was
the Kick Off philosophy. | didn't
spend a great deal of time play-

ing other football games but
what struck me about the ones

et e B e e e s — ol

The Anco split! The move to Virgin! The hastily-retitled Goal! The
other things, probably! 1992 was certainly a big year for Dino
Dini. Simon Byron took the M11 up to rural Cambridgeshire for a
nose at Dino's farm and a chat with the man who hopes to
reclaim the FA (Football Amiga) Cup from those Sensible-types.

I saw was the fact that the pitch was
so small. Also the side-on view was
commonplace which meant that in
most cases you could reach the other
side of the pitch from the centre line
in a few strides.
| didn‘t like the way that the ball
would stick to the players’ feet,
meaning that you could walk calm-
ly around the pitch and up to the
opposing goalie without any hassle.
Kick Off was the first game to actu-
ally have the ball running free. In
fact, the first thing that | designed
for Kick Off was the ball movement,
something which is obviously quite
important in a football game. | devel-
oped a mathematical routine to
accurately plot the path of the ball
so that it moved in smooth arcs and
was affected by air friction, all pre-
viously unseen features.

Whose idea was it to write Kick Off
ar

Well, Anco were very eager to pro-
duce another football game. It
makes sense after a product as suc-
cessful as Kick Off.

Is it hard to write a sequel, given
that it's often a case of correcting
mistakes?

| don't think it's a case of correcting
mistakes as when writing a game
there's only so much time available.
I'm a better programmer now than
| was when | first started writing
games, purely because I've had five
more years experience, which helps.
The problem with doing a sequel is
that it's got to be right, you've got
to do something which will make
people say “That's good” and “That
was worth buying.” It was hard to
do that once but to do it again is
even more difficult.

There were a few bad reviews of
Kick Off 2, some claiming the game
was ‘unplayable’. Isn't that serious-
ly disheartening when you set out to
program a sequel?

No, because the reasons for the bad
reviews are being redressed. If Kick
Off 2 had been much easier, would it
have been as successful as it was? It
was bought well so something was
there even if it was difficult. | have
an ‘autofire theory'; if you try to play
the game with autofire on then the
ball ricochets absolutely everywhere.
| once played Kick Off 2 with the aut-
ofire accidentally on and | was
unable to explain why my game was
falling apart which tallies with phras-
es I've heard, like “It's just like a pin-
ball game” and “You can’t control
the ball” and | think "They've been
playing it with the autofire on!" but
| don't know whether that's true or
not.

|
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“The problem with doing a
sequel is that it's got to be
right, you've got to do
something which will make

gamers could easily have typed them
in themselves.

Sensible Soccer ‘borrowed’ a num-
ber of ideas from Kick Off 2. How do
you feel about that? Will you be
repaying the compliment?

Well, they do say that imitation is the
highest form of flattery. By the time
sensible Soccer was released, Kick
Off 2 was almost two years old so
they copied an old game and by the
time Goal! is released, Kick Off 2 will
be three years old, so they've got the
old model. | don't really see any

v people say 'That's good' and
| 'That was worth buying.' It
was hard to do that once
but to do it again is even
more difficult.”

problem there.

How have the views of the review-
ers affected the new features in
Goal!?

You certainly take into account what
other people have said and there's
the chance for more tactical play in
Goal! than was possible in Kick Off 2.
A lot of this is down to the players’
acceleration and deceleration - you
can actually hold on to the ball for
longer than you could in Kick Off 2.

Do you think the world really needs
another football game?

| think they do - they need Goal! We
received a lot of fan letters which
said that gamers had collected all the
Kick Off games, including all the data
disks, so people were following it like

a ‘set” and they're always after the
next ‘book’. The aim in Goal! is to
make the game more accessible at
the beginning so that if people come
to it fresh the improvements like the
dribbling will make Goal! easier to
pick up but because of the greater
depth to the game it means that
Goal! is more difficult to master.

Goal! is likely to include real players’
names. Do you need to obtain per-
mission to use names in a computer
game?

From what Virgin has said, we can
use players’ names without any
problem but the names do need to
be editable which works on the basis
that if you can edit the names the
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ONEONON
BUT WHAT'S THE GAME LIKE?

‘Well, although it's not completely finished yet, most of the important features (like the players and
ball, for example) are in place and it's looking quite groovy. There's an option to play with either large
or small sprites or both can be used with the computer switching between the two views when it sees
mnummmw-mmuumn:mmmmw
Mhmwﬂ“lﬁmﬂ“ﬂ.“mﬂmh“u““hm
mr-uun.-n-mmmnmm- mmmmmﬂlummm-m
mmnummmmmmmmuum.mmm
IWM#mmmmnnﬂ )
Qﬂ.ﬂlﬂl‘ﬂﬂﬂlhﬂhﬂl.mh-
hmmmm Unlike in Sensi
(and, if | think about it, most other com-
iplll-r football mm Goal! utilises a
wmmmmmmm
hmmﬂmﬂmhm
ling in a semi-cricle and moving slightly to
‘one side. This is a little off-putting at first
can soon be manoeuvred fairly easily.
remains to be seen but, rest assured,
we'll be there with all the details when it's
: ﬂnﬂirﬂmmmmmm
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GOAL!

n“m

Is Goal going to be better than Sen-
sible Soccer, then?

Well, yes. What do you want me to
say?

That'll do nicely. What do you hon-
estly think of Sensible Soccer?

I've had a go on it but not really
played it. The thing about it is that
it's initially accessible but perhaps it
lacks some depth.

Have you ever felt tempted to write
another game which isn't to do with
football - a graphic adventure, say?
I've thought about other things like
that, they interest me but at the
moment |'ve got a lot of work to do
with just football and beyond that...
Player Manager was a very good
game which received favourable
reviews and | think I'd like to do
something which would take that
further, maybe using the work that
has been done on Goal! in there.

Do you play football yourself?
Mo, not in reality | don't.

What football team do you support?
| don't really support any football
teams.

Isn't it a bit odd, then, for someone

who doesn't play football and

doesn't support a football team to

be writing his third football game?

I like football, don't get me

wrong, | just don't support any
particular team.

(Above right) The goalies in Goal!
are by no means perfect and, as in
all football games, there are often
ways which are more likely to pro-

duce a goal than others. The 'keap-
ers in the unfinished version seemed
to find diagonal shots fairly tricky
but we'll have to wait until the fin-
ished version to see whether this
inadequacy remains intact.

(Right) The small sprites in action!

Are we allowed to talk about the
Anco split?
Mo.

Are all your future games going to
be released through Virgin?

I don't know but certainly Goal! is.
I'm very happy to be with Virgin, |
think they‘re doing™a very good job.

On that pleasing note we
adjourned to the coding quarters of
Dino's abode where | challenged him
to a game of the almost-finished
Goal! It was a tense affair. Punches
were nearly thrown before the game
as we argued first over who should
have the crappy joystick and then in
which direction we wished to play.

All this was forgotten when the
ref’s whistle was blown, however,
and after five minutes of exhausting
play, the winner was announced. Or
rather not because it was a draw,
each contestant having scored three
goals. A fitting end to a thrilling
game. Except he fluked the last goal
from a jammy set piece, but I'm not
at all bitter.
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WORK IN PROGRESS |

Caution indeed. Be warned, reader, for you are about to enter twelve pages packed with
in-depth looks at some of most exciting games coming your way over the next few months.
Yes, The One's Work In Progresses have changed format slightly, now offering you full
behind-the-scenes lowdowns on over THREE times the usual number of hot games. At The
One we did ‘em first and we still do ‘em the best, so take a seat and be prepared to mop
the drool from your chin as you slavver over what's on offer this month...

CRPTIIE R ..civeicrsaninnsonnannsunnes BB

The sequel to one of the most successful RPGs of 1990 is coming your
way, sporting some of the sexiest texture-mapped scenary you've ever
seen. Simon Byron talks to programmers Tony Crowther and Ross Good-
ley about their virtual reality.

WOODY'S WORLD.......ccovvvvvennses38

They come from a land down under, Vision Software. Up till now they've
been known as the Kings Of Shareware, but they reckon that their first
commercial game, Woody's World, will turn the platform genre on its
head. Gary Whitta finds out why.

HARD CORE
MALFUNCTION
BEN EI FncTonIlllIlllllll.llllll.lllas

German coders Digital lllusions made their name with the smash hits Pin-
ball Dreams and Pinball Fantasies for publishers 21st Century, but now
they're taking a flipper break to produce some radically different arcade
games. Gary Whitta investigates...

Ll
¥

IBHAR 2....cccccivsnsncnnssgossvaccasdB

David Upchurch journeys back to the fantastic world of Ishar to report
on the imaginatively-titled sequel to the hit RPG from French boys 5il-
marils, How have they responded to innovative RPGs like US Gold's Leg-
ends of Valour and Thalion's Ambermoon?

BLAS'AHIIIIII.IIIIIlllllllllllllllllag

Ever seen that coin-op Assault? You know, the top-viewed blaster where
the landscape rotates around the spaceship? Good, isn't it? You could
never do anything like on an Amiga. Hang on, what have Core Design
got ‘ere then? Gary Whitta spins on...

BART VERSUS THE WORLD

LITIL DIVIL

CHAMPIONSHIP MANAGER 93
A-TRAIN......ccccvsccssssssrnnasasss B0

A selection of what we in the office call ‘Mini WIPS® for your delec-
tation and delight. You'd probably call them Previews. And you'd
be right.
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The sequel to the hugely successful Captive has been in
development for over a year now and is nearing completion.
Simon Byron takes a look at how Captive 2 is shaping up.

think I'd rather be an undertaker

than a programmer at the

moment as it seems to me that
their trade is becoming increasing-
ly competitive. Take the current
state of RPG games, for example. It's
like everyone is constantly trying to
outdo the opposition by producing
slicker, faster, vaster adventures
which constantly push the Amiga to
its limits.

Games such as Legends of Valour
and the forthcoming Ambermoon
have transformed the RPG genre
from one that was only touched by
tech-heads and ‘intelligent’ gamers
to works of art which are universal-
ly acclaimed by all. This is a good
thing as computer owners are now
paying an interest to these ‘thinking
man’'s games’ rather than the end-

less waves of mindless blasters that
have crowded the sand of the com-
puter game's beach for far too long.

Two people who certainly won't
be left behind are Tony Crowther
and Ross Goodley, the men behind
Captive 2, the game that looks set to
keep Synthetic Dimensions and
Thalion on their collective toes.
Working together in tandem, Tony's
expertise lies with the Amiga and
Ross programs the PC. "We con-
stantly swap source files and often
type each other's codes in,” says
Tony. “We both dreamt up the sto-
ryline. Originally it was based on the
first Captive but Mindscape came up
to us and said ‘We need to commis-
sion a graphics artist for the anima-
tions so could we have a script
please?’ We quickly knocked up a

story and that's what we've stuck
to.”

The game is set in a huge sprawl-
ing metropolis where the hero from
the original game resides. Having
settled down for a spot of relaxation
after successfully surviving the first
adventure, the Captive discovers via
a series of suspicious news reports
that all is not well in the city. It
seems as if innocent people are
being imprisoned for crimes they
didn’t commit (a bit like the ‘A
Team') and the government is deny-
ing a cover up. Not content to
switch channels and watch Corona-
tion Street, the hero decides it's time
once again to embark on yet anoth-
er adventure and sends forth a num-
ber of specialised droids to find out
what's going on.
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Rather than simply releasing a
game which is no different to the
first, the team decided that origi-
nality is the best policy and began
coding completely from scratch, the
idea being that the clunk-click move-
ment of the first Captive just
wouldn't cut the mustard these
days. The first thing they set about
programming was a specialised
graphics editor with which they
could design, draw and animate
polygons with relative ease. “The
thing with this program is that it
pretty well much thrashes the butt
off anything we've seen,” explains
Ross. "We're so pleased with it that
we're hoping to release it commer-
cially when we've finished Captive
Idir

Tony and Ross attempted to load
up the editor so that | could see first
hand how easy it is to create ani-
mations but the disk wouldn't load
into the A1200 we had set up in the
games room. “l can't see why,” Tony
wondered, "it's all been written
completely legally.” Rather than
ponder too long on what writing
something ‘illegally’ might entail
{whilst robbing a bank, perhaps?) |
set off to find another, hopefully
compatible, Amiga.

I returned with an AS00+ under
my arm but the editor still failed to
load and the programming duo
became slightly concerned. After a
bit of dabbling with the CLI, Tony
discovered the fault - something to
do with not putting files in libraries
or something - and the program
then loaded successfully. Hooray!

WORK

Looking not unlike an art package,
this custom program is the secret
weapon which the team hope will
win them the RPG war.

The main advantage of this editor
is that animations can be construct-
ed, not only quickly, but with huge
memaory savings. The reason for this
is that there aren't many costly
‘frames’ to be stored in memory
because the editor automatically cal-
culates how far the polygons should
move in a given time and stores the
information mathematically. When
the animation is played back, the
machine calculates and plots the
polygon’'s position in realtime.

To emphasise this fact further,
Tony and Ross showed me the

" game’s impressive intro animation

and told me to let them know when
| thought 300K had been used up.
As the animatiom progressed, Ross
began a programmer’s in-joke; “Are
you sure you don’'t want me to
change that text?” he remarked,
referring to a large display of infor-
mation. “"No, leave that alone,”
laughed Tony, explaining that each
letter of the text is a separate sprite
and to change anything requires a
great deal of effort on his part.
About three minutes of stunning
animation passed and, because I'm
not too technically minded, |
declined to ‘let them know' for fear
of showing myself up. It came as a
surprise, then, to learn that these
three minutes (including sound) only
took up 280K - a minuscule amount
when compared to the usual size of
animations. “We haven't decided

IN PROGRESS

Here we see a view
from the remote
camera speeding

through the
gloomy city. The
texture mapped
buildings become
brighter as you
near them which
give a truly impres-
sive disply.

The camera can be |
positioned almost
anywhere which
means you can
track anyone strid-
ing through the
streets, giving a
wide range of
views and a vast
amount of
freedom.

These cars race
around the city
streets with alarm-
ing speed. They
automatically fol-
low the one-way
system so the play-

er can set his car in

motion without
fear of going the
Wrong way.

The droids are
made up of a num-
ber of polygons
can be animated
with amazing ease.
Even when there
are a few on-
screen; the game
doesn't really lose
any speed.

Arrgh! These ants
are some of the
nastier creatures
that populate the }
city. The camera is §
positioned directly
underneath the
fiend which gives |
this impressive, if
frightening,
display. |

There are a number
of interesting loca-
tions, one of which
is this disco. Tony
and Ross haven't
decided whether
you'll be able to
enter these loca-
tions for a bit of a
bop. Let's hope so!

Looking down over
the streets
produces some
spectacular views
which demonstrate
the light sourcing
to the full. Take a
look at the way the
road fades away
around the corner -
good, eh? |
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The utility you see above is Tony and Ross's revolutionary polygon anima-
tion program, a bi-produt of Captive 2's development. The attractive-look-
ing lamp shade took Ross a couple of minutes to create and can be
changed in any way with only a few mouse clicks.

whether to include speech or not, it
all depends if Mindscape can sort it
out,” remarks Tony. "l would provide
it myself but it always ends up
sounding, well, like me.”

The system is so easy that Ross
proclaims “it only took three min-
utes to design the ants.” If | was
quick witted and clever | could have
taken the opportunity to say “it
shows" but, unfortunately, I'm nei-
ther (and, anyway, it would have
been an unfair comment as the ant
is one of the more impressive mea-
nies that the pair showed me).

With the graphics system safely
up and running it was time to take
a look at the game itself. The play-
er views all the action through
remote TV screens which track the
droids he's controlling as they trav-
el around the city. “The city is made
of nine segments, consisting of a
number of roads, the majority of
which are one-way,” details Tony.
“Rather than having to navigate the
system manually, we've included the
option for the computer to take
control of the car so that these driv-
ing sections don't become too
tedious.”

One of the things which will
impress most people is the sheer
scope of the game. Each mission
takes place over a separate city and
- get this - there are 4096 missions,
each of which can be played over
different difficulty levels! “The weird
thing is,” remarks Tony, "both the
easy and hard levels run simultane-
ously so you can often start on the
simplest adventure and accidentally
stumble across the tougher mis-
sion.” There are at least eight-hun-
dred buildings in each city, each
with a number of rooms and loca-
tions to visit - that's over 3,276,800

buildings, not including internal
locations. Could this game be
the first ever to score 100%
lastability?

“The game is considered to be
complete when you have rescued
only one prisoner,” explains Ross,
“but rather than making a kid pay
£35 for a game that lasts for a rela-
tively short period of time, we've
included all the other 4095
missions, It's a game
designed especially for peo-
ple who finish games really
easily. They'll never become
bored of the missions as
there is always something
else to do or different ways
in which to do it."

“The in-joke at the
moment is that we're going
to change the seed number
and release the product
again’” jokes Tony. “"We
don't want to release addi-
tional data disks as every-
thing they offer can easily
be incorporated into the
main game. The way that the graph-
ics are stored means that you can
aasily alter, say, the wall graphics to
create totally new scenery with min-
imum fuss. The idea is to make the
first mission the most interesting
and after that..."™ -

“You've got to fix the control
text, there are spaces missing,”
interjects Ross, having noticed a few
errors in the computer generated
mission summary. They never stop
working, do they?

The mission data will not be
entirely consistent every time you
play the game, as Tony explains.
“This is pretty novel,” he guips, look-
ing to Ross for inspiration. “The text
itself is computer generated, it
works out roughly what story to
produce but the text can change
very easily to form a completely dif-
ferent story, although it will always
give the same subtle clues as to
what the player must do and where
t“ gﬂ."

The routine which is used to gen-

r-)wonl( IN PROGRESS

erate these missions looks not unlike
an antiguated text adventure from
yesteryear. Tony and Ross use this
utility (see screenshot) to test the
mechanics of the gameplay without
having to use the main game rou-
tines. There are still a few things

which need to be ironed out,
though, as the team have yet to
decide on a couple of the game’s
important features. “In some cases,
a character will give you a different
answer depending on whether
you've visited him previously, which
Ross doesn't like."”

Rather than opt for Legends of
Valour-type scrolling, Tony and Ross
have decided on a much stricter
view which moves two squares for-
ward compared to the original Cap-
tive's one. This may not sound
snazzy or technically impressive but
the impression of movement as the
cars and droids travel around the
city and underground catacombs is
very convincing.

All the vehicles, droids and enemy
are constructed from a number of

{Above) A scene from the intro ani-
mation depicting Trill, the hero,
taking things easy and chucking a
polygon generated paper plane
about.

{Left) An overall map of one of
Captive 2's 4096 cities.

polygons which take up little mem-
ory (they don't have to be con-
stantly stored in memory like ordi-
nary bitmapped sprites, see) and can
be moved around the territory with
a fair degree of speed. By combining
vectors and polygons the team have
been able to produce a unigue
graphical style which conveys the
futuristic action with no trouble.
Another trick they have employed
is the use of scale switching. When
viewing from outside, everything
appears large and oppressive, with
the huge skyscrapers peering down
over the player, serving as a con-
stant reminder of the sheer size of
the city. Once the player takes a trip
inside, however, everything changes
from this large intimidating view-
point to a smaller, more claustro-
phobic scale which serves to make
the visits inside as tense as possible.
The game moves fairly quickly on
the AG00 and slightly faster on the
A1200 but from what we've seen so
far there shouldn't be anybody com-
plaining. The team have included
numerous options, from window
sizing to level of detai, which helps
speed up the display if you do think
it's too slow. The A1200 can occa-
sionally be held up waiting for the
blitter so owners of the thirty-two
bit Amiga can turn the custom chip
off if they so wish. There's also a
rather nifty, if processor time-con-



suming, ‘wide-screen’ mode which
stretches the display to almost cin-
ematic dimensions.

How far is Captive 2 away from
completion? “Mindscape want us to
finish it by March,” smiles Tony,
implying the project may over-run.
“We're heading for as close to March
as possible. We've got all the city
gens in there and the plots are all
virtually finished.” Adds Ross, confi-
dently, “Most of the tricky technol-
ogy is out of the way.”

It has to be said that Captive 2 is
shaping up to be something pretty
spectacular. Although it doesn‘t
move quite as smoothly as Legends
of Valour (in fact, it doesn't even

attempt to), the cyberpunk feel of
the texture-mapped graphics have
a certain charm and the scenario and
plots make the game far more
appealing than a trek around a
medieval village, any day.

Captive was a hugely successful
game 50 how can Captive 2, which
improves in every conceivable way
over its prequel, fail to do even bet-
ter? Add to this the fact the Captive
2 is responsible for arguably the
maost innovative graphics package
this side of Dpaint (if the editor is
eventually commercially released,
that is), and you can see that this is
a game which is likely to be talked
about for many years to come.

This may look a bit boring but the screen below is the core of the adven-
ture system which enables Tony and Ross to check exactly how each mis-
sion is functioning and, more importantly, whether it's working.

and Luorari

i

i Dparating 5
pright & 1985-1952
Rights Reserved.
Terminal Hodes:-
Initial Hodes:-
=B =11 ;]

X X
ot &

Node Levels:
13 =18
1B

XX

sten rar|es
Comwadore-Aniga, Inc.

o s T

| never f my firs

as eighte rs old
€ ear
hroug

Praoud

dange
perie
get.

55




T e ey

e N

e

e

Can
S8 %%

amber nectar poms kangaroo
ramsey street sheilas etc. It's not
often that we catch wind of a soft-
ware project coming our way from
Down Under... so we like to keep our
eyes especially peeled for when one
finally does. Particularly if it comes
from Vision Software, one of the few
Antipodean software companies that
we know of and - more importantly
- the creators of two of the best bits
of shareware of 1992, namely
Microbes and Cybernetix, both of
which have featured on The One
coverdisks.
“We've written games in the past
but it seems most companies are not
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PROJECT: Woody's World
PUBLISHER: TBA

DEVELOPER: Vision
Software: Paul Andrews
(Programming); Rodney
Smith (Graphics); Blair
Zuppicich (Sound)

INITIATED: Mid 1992
RELEASE: TBA
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interested in helping you in any
way," explains Vision's Paul Andrews,
whose company is based in Auck-
land, New Zealand. “Usually you just
get a letter back saying 'Sorry, but
your game does not fit in with our
current product line’. So we took a
break and wrote Microbes and Cyber-
netix to see what the response would
be, and it's been pretty good.”

5o, having earned their spurs on
the shareware scene, Vision is look-
ing to do a Team 17 - make the step
up from writing free games for fun
to producing commercial-quality
software for profit. And having
already produced two blood-and-
thunder shoot-"em-ups, the two-man
outfit has changed direction for its
first full-price project, a cutesy plat-
form game by the name of Woody's
World, which Paul is programming
and partner Rod Smith is providing
the visuals for.

The company philosophy is much
the same as that of our home-grown
heroes at Team 17 - to provide top-
notch arcade games that knock the
rest of the genre for six, regardless
of what the sceptics may have to say
about lack of originality. “It's funny
that so many software companies tell

you that people don't want shoot-
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ps, but we've had so many let-
ters saying that there aren't enough
good shoot-"em-ups around and they
want more!” says Rod.

The demand, then, would certain-
ly seem to be there, and since the
approach has already been proven a
profitable one by the Boys from
Wakefield, Vision reckon that
Woody's World could be just what us
whingeing poms have been waiting
for. But a platform game? Haven't we
got enough Sonic and Mario clones
coming out of our ears already? "It's
true that there are a lot of platform
games but there are only one or two
that have really impressed us”
answers Paul. “We set out to make
Woody's World huge, something that
you could keep playing for months
on end.

“What

different is that there is a lot of depth
to it,” he continues. “You can spend
as little or as much time as you like
exploring each level. The player does
not need to find all the secrets in
order to complete the game. Even if
you've played a particular level a lot
you could still keep finding new
things. We haven't concentrated all
our efforts in writing another Sonic
with fast-moving scrolling and little
else, That sort of thing becomes bor-
ing quite quickly."”

As for the style and individual feel
of Woody's World - well, you need
only play around this this month's
exclusive coverdisk demo to see
that's is shaping up to be a sexy-look-
ing product. The story’s pretty much
irrelevant, but centres around the

“We see ourselves as arcade developers, but we
do have a different style and approach to game
design and graphics.” B
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" emember - there can be no
R evolution without a Digital
ilusion.” This is the gospel
according to Frederik Liliegren, whose
Swedish company Digital lllusions
has, four years after formation, final-
ly hit the big time. Before last year,
any such pronouncement from an
unknown outfit (as they were then)
would have sounded at best arro-
gant, at worst little more than hot air.

Take the best ingredients of Turri-
can Il, add the finest herbs and
spices from SWIV, stir well, leave to
simmer for just over a
year and.... mmmmm.
Such is the thinking

“We want to

After all, there are a thousand
young hopefuls out there ready to tell
you that they're the next Team 17.
Twelve months on, however, and hav-
ing just picked up a top Amiga devel-
oper's award in Florida for the best
game of 1992, it's becoming increas-
ingly apparent that Digital lllusions
just may have the goods to back up
their bullish (and, we have to say,
slightly naff) slogan.

“We feel that due to the fact that
Hardcore is actually TWO games in
one it has an edge over its compe-
tition,” reckons Fred-
erik, who acts as Soft-
ware Manager for all

behind Hardcn-re_, a create the thl’ElE of Dlus current
game that promises projects. “Both of
to combine the best ULTIMATE these games are big-

of both worlds in a
blast split into two
sections - a platform
run-n'-shoot and a horizontal shoot-
‘em-up that take their inspiration
from the Rainbow Arts and
Storm classics respectively.

blast game."”

ger and better than
their stand-alone com-
petitors in terms of
graphics, music and gameplay.”
Casting you as a secret agent
with the mission to destroy an ulti-
mate robot killing machine thing in

S‘:/ IN PROGRESS
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Having created a solid platform
from which to work in the form of
two highlyly-successful Pinball games
for 21st Century, the team has hit the
TILT button on its flipper-based pro-
jects (although a third is planned) and
gone off on a more conventional
‘arcade action’ tangent.

And there's something very remi-
niscent of early Team 17 philosophy
in what they have to say about it all.

the future, Hardcore bounces the
player back and forth between the
Turrican and SWIV-style blasting
sections, with the former apparent-
ly trumping Turrican in the playa-
bility stakes by introducing arcade
puzzles in the style of Gods. “But
don’t worry,” says Frederik, “it will
not be too complicated to solve
these puzzles, as the game’'s main
objective is destruction!”

With over a year's work already
put in on Hardcore, there are still
another four to six months to go
before it's complete. "The hopes for
Hardcore are to set a new standard

“There are too many games released
today that are really bad and do not
use the Amiga's potential,” muses
Frederik. “Whether that is caused by
lousy programmers or publishers
rushing the products out remains to
be discovered. We are doing games
because we feel that we have the tal-
ent and ideas to make games that will
bring new ideas and challenges into
the game-playing market.”

R

from which all other blast games
will be judged,” Frederik concludes.
“It will not be easy, but we believe
we can do it!"
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Teeny little characters with lots of
animation, simple puzzle-based
arcade gameplay, sprites getting
squelched left right and centre -
sounds like a recipe for
Lemmings-like success if
ever we heard one. And
though Frederik admits
that he wouldn't mind
the oddly-titled Ben E.
Factor being hailed as
the new Lemmings, he
stresses that it really isn’t that sim-
ilar. “We knew people were bound
to compare this to Lemmings,” he
says, "but once you have played the

Paradroid meets Alien Breed. That,
in a nutshell, is what's being
promised of Malfunction, a futuris-
tic top-down arcade adventure cum
shoot-"em-up putting the player in
the boots of a security robot with
the objective of finding out what
happened after
his ship crash-
lands on a
remote planet.

“The inspira-
tion for this
game came at
the end of the B¢
Pinball Fantasies _
project,” Fred-
erik reveals. "We
wanted to do
something com-
pletely different,
and decided that
a top-down
arcade adven-
ture had not
been done cor-
rectly on the Amiga yet. We then
bought a lot of beer, unhooked the
phone and spent an entire weekend
locked in an apartment, coming up
with a very big amount of stupid,

“It would not
be half bad if it
started a new
hysteria.”

“We want other people
to sh*t their pants
when something
scary happens.”
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game ONCE, you will not think of
Lemmings anymore. The gameplay
is totally different, and very innova-
tive in its own sense.”

On paper, though, it
can't help but ring a
few bells with those
who are familiar with
the Psygnosis classic.
By-the-book scenario
aside, Ben E. Factor has
the player running
around B0 colourful if not exactly
technically-challenging levels with
the object of rescuing imprisoned
‘Merrymen’ who have been locked

intelligent, serious, impossible and
just crazy ideas. After taking care of
the hangover we cleared out the
notes and there was the base for the
game.”
*The emphasis is on a very non-
linear gameplay where there are dif-
ferent mini-mis-
sions inside each
big mission,” he
continues. “"They
" can be solved in
any order, and
not all of them
have to be
solved to finish
the main mis-
sion.” It's cer-
tainly showing
signs of being
more invalved
than something
like Alien Breed
- a game on
which Frederik
has much to
say: “We knew everybody was going
to compare this to Alien Breed, but
the only things that are the same
are the view and the space theme.
Once people start playing the game

up by an evil power, The Merrymen
are in fact engineers who, once
released, can help you to build
bridges, traps and mechanical con-
traptions to help solve puzzles on
later screens.

“We were influenced by games
such as Loderunner and Lem-
mings,” Frederik admits, "and we
started thinking of new ideas based
on combining these two titles, but
what we finally ended up with
looks nothing like either of them.”
The only comparisons between the
games, he says, are the tiny graph-
ics and the password system used
to access levels. We shall see.

they will feel the difference. Alien
Breed is a straight blast (good
though!), but Malfunction is a lot
maore thinking and adventure-like.
What we are trying to create here is
an actionfarcade game where you
have to think and slowly evolve the
gameplay more and more.”

Featuring 96 colours on screen
(no mean feat on your basic AS00
workhorse), Ben E. Factor is the
youngest of the three projects in
development, having been started
only two months ago. At this early
stage it's difficult to predict what
problems the game may throw up
- it's unlikely to pose any real tech-
nical headaches, but formulating
tight gameplay for a game of this
type is never easy. "l suppose the
hardest part will be to code the
intelligent Merrymen helping you
around,” ponders Frederik, “not to
mention thinking of hard puzzles
without violence!”

Malfunction has been in develop-
ment since December, but is already
coming on strong according to Fred-
erick. "We're planning to finish with-
in 8-12 months from now,” he says.
“It will not be another two-year
Chaos Engine thing.” We should
hope not...




here’'s no peace for the good.
TWEII. that's what they say in the

land of Ishar. And this little
homespun adage is borne out in
Ishar 2, the inspirationally-chal-
lenged title of the sequel to Ishar,
last year's surprise hit for French
developers Silmarils. It appears that
a demonic ne‘er-do-well is slowly
possessing the minds of the peaceful
islanders who live off the coast of
Ishar, and it's up to the party that
defeated the first game's villain
Krogh (or a newly-generated one, if
you lost your old saved game disks
or never bought Ishar in the first
place) to venture overseas and put
an end to his (its?) megalomaniacal
ambitions.

“We decided to do Ishar 2 almost
immediately after the first game
because of its great success," say the
team programming Ishar (at the
same time, funnily enough, so
they're obviously closely in tune with
each other). “In France we have
something called Minitel, an interac-
tive TVW/phone system, that's open to
the general public. In common with
many French companies we have a
Minitel number on which the public
can call us and leave messages abag

our games. There were
sages about Ishar, all favourable,
and also comments on how the
game could be improved. We com-
bined these opinions along with
written comments from UK players
and our own views on how we could
make a bigger, better sequel to cre-
ate the specifications for Ishar 2.”

And bigger and better it certainly
seems to be too, with a play area
roughly over three times the size of
the first game, a more intricate plot,
sumptuous animations to highlight
key game events, over 30 comput-
er-controlled characters to interact
with and over 70 new creatures to
combat. The control interface has
also been tightened up a bit, making
it more user-friendly.

“The 3D system is similar to
Ishar's,” comments the team, “but
wea've tried to increase the sense of
realism by improving the graphics

and giving the views more

‘depth’.” And, although some
might say that Ishar 2's jump-

ishar! Yes
quite. Dg
year'’

Ward-a-bit, rotate-90° 3D system
is getting a bit old hat now, the Sil-
marils boys claim they never intend-
ed to compete with the likes of Ulti-
ma Underworld or Legends Of
Valour. “They're both very good
games,” they say, “but there are no
direct comparisons to Ishar 2. Our

main aim with the Ishar games is to,

create a fantasy experience, the com-
puter version of a Tolkien adventure,
rich in dream-like images, colour,
sound and plot. The techniques used
in those games cannot be easily
adapted to this aim."

Which is fair enough, for as tech-
nically impressive as, say, Legends Of
Valour’'s 3D system is the graphics
never really achieve the exotic lush-
ness of Ishar 2's. That said, one
aspect of Ishar 2 that does promise
to be highly innovative comes into
play when you elimb mountains - the
view realistically reflects your chang-
ing altitude. It's apparently ground-
breaking stuff, but the Ishar team are
enigmatically tight-lipped over what
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it looks like or how it was achieved:
“It was technically the most difficult
part of the game to write... but it's
hard to describe, you'll have to wait
to see it for yourself!” they say.
Ishar 2 is not far off release, and
A1200 owners will be no doubt be
pleased to hear that a 256-colour
version is being developed specifi-
cally for them to keep them happy.
If Ishar 2 can improve on the original,
then it should be something really
special. Keep ‘'em peeled, as they say.
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The land of Ishar in all its verdant
beauty. Can you save it from a fate
worse than Krogh?

An luscious example of one of the
in-game cutaway scenes.

Just one of the gorgeous scenes you
can expect to see.
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Remember the classic coin-op Sinistar? If you don't, never fear, as
the age-old format is being revived for the 90s in the latest from
Core Design. Gary Whitta spins round round like a record right

ome of us, like our esteemed Ed
S David Upchurch, are really OLD.
And senile. 50 old, and senile,
in fact, that they find it difficult to
relate to people and events in the
real world. They prefer to live in their
sepia-toned past,-drifting off and
remembering happier times. Which
is why, in the case of our aforemen-
tioned Ed, if you happen to mention
an old blast-from-the-past name like
Sinistar, his eyes go all glazed over
and he seems to go into some kind
of drug-induced trance. "They don't
make ‘em like they used to,” he bur-
bles, before finally dribbling down
his shirt and nodding off again.
Thank heavens, then, for the likes
of Core Design, a company which is
obviously keen to cash in on the 70s
revival that is currently sweeping the

: PROJECT: Blastar
PUBLISHER: Core
Design
DEVELOPER: In-
house
Bob Churchill (Game
and map design)
Roberto Cirillo
(Game and graphic

7P
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nation. With Blastar, Derby-based
Core is venturing back to these
heady times by 'borrowing’ one of
the all-time classic, yet strangely
neglected, shoot-'em-up concepts.

“The inspiration for Blastar came
from an old arcade game called Sin-
istar, which was also a multi-direc-
tional scrolling shoot-"em-up,”
explains first-time programmer Tim
swann, who joined the company
after graduating in computer sci-
ence. "We thought that the market
was lacking in a top quality shoot-
‘em-up in this genre.” For those who
are still unfamiliar
with what ‘this
genre’ is, Sinistar
was a nifty little
blaster with one
very interesting
gimmick - a play-
field that rotated
through 360
around the player.
It's always been
an effective graphic trick, which is
why it's so surprising that the tech-
nigue has been recreated so rarely -
games like Namco's Assault, USG's
Rotox and the PD Transplant are the
only ones that spring to mind.

Until now. Core is throwing all its
muscle behind this one to ensure
that Blastar will be the finest expo-

nent of rotating space action yet. The
original concept came from Core’s
Simon Phipps back in 1990, and since
then most of the company have had
a hand in its production.

Like all the best blasters, the
game's design is being kept as sim-
ple as can be - there are five main
stages, each made up on two levels,
with the objective simply being to
eradicate as much alien scum as
humanly possible before making a
bee-line for the exit gate and warp-
ing to the next level. Though the
majority of the action takes place in

AA the 1ast game like this was
done about a year ago. And
times have changed. 4 4

Blastar programmer Tim Swann

a 360°-rotating play arena, more con-
ventional horizontal and wvertical
scrolling scenes are being used for
the various bonus and ‘boss’' stages.
It sounds like a veritable cauldron
of big bombs, bullets, blasting ’
and lots of other hard o’
things beginning with '-'xhj’.‘
the letter B. "
It looks like the , % 4
kind of game that § .
would give any pro- g
grammer night- i
mares, though Tim

" what it takes to do the business

S

claims that the display hasn't been
too tough to implement. “The 360°
stuff hasn't really been a problem,
because it is all caleulated by angles
and other complex
maths,” he says.
“The most chal-
lenging part of the
project for me has
been the scroll,
because of the
nature of the
design. Due to the
map  wrapping
around in both
directions, | had a lot of problems."

Though it has already built a fine
reputation for itself in other genres,
Core has still to make its name in the
shoot-'em-up world. Has Blastar got

where others have failed? It's still too
early to stay, but it's a good bet that,
if the game meets its June release
date, it'll be a long hot summer
whether or not the Sun comes out.
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Gremlin

ossibly one of the most delayed

games. in the history- of the

Amiga (it first featured on an
ancient ACE cover eons ago), Grem-
lin's Litil Divil is at long last nearly
ready for release after over three
years in development. Originally the
brainchild of artist Jerr O'Carroll (who
has since defected to Core and pro-
duced Heimdall and Premiere for
them), the long-awaited opus is a car-
toon-style arcade adventure cum puz-
zle game, with Jerr's distinctive
graphics providing the initial main
‘haok'.

For what it's worth, the game's
scenario casts you in the title role, as
an ill-tempered demon trying to
escape from the hellish underworld
to which he's been banished, In a nut-
shell, the objective is to travel
between the various puzzle rooms in

arcade-style corridor sequences
(avoid the water pits, falling flames
etc), and then solve the riddles await-
ing you at each location. There are
around 50 puzzle rooms in tatal, bro-
ken down over five 'distinctive’ levels,
The corridor-based arcade sequences
are packed with console-style game-
play elements, like hidden rooms and
a plethora of power-ups and special
objects.

If nothing else, Litil Divil to promis-
es to be... well, different. It certainly
looks like nothing else we've seen
{except, of course, O'Carrall's other
works) and might just break a few
moulds if the gameplay matches up
to its reputed originality and general
off-the-wallness. We'll refrain from
having to describe this weird-fest in
any more detail until we have to in
the imminent review, so for now here
are a few choice picturettes to drool
over until the game is released in
April. Honest.

f-TRAIN

Ocean

t's been hailed as the biggest thing

since SimCity - and although that

may just be because it's been pro-
duced by Maxis, who penned the
town-planning classic, there's plenty
to suggest that A-Train may turn out
to be just that. Actually, it's probably
better described as a cross between
SimCity and Railroad Tycoon, for as the
name suggests, it's a railway building
and management simulation type
thing. BIG is probably the best way to
describe this game, which comes with
a manual thicker than Thompson's
Local Directory and promises more
gameplay depth than you've ever seen
before.

Players start from humble begin-

Satellite

nings, with a few pennies in their (0}02)03

| OS|oEjarF|oa) o

pocket to get up and running. Laying

tracks, putting trains on them and Hodel

| | Focweet ion

organising profitable timetables is the

first skill to master and then, if your service is a success, you can go
on to build a city centered around your transport system. If the money
keeps rolling in you can splash out on hotels, leisure centres and other
subsidiary investments. If you become a big enough player you can
gamble on the stock market to generate even more lucre. The more
you earn, the more your empire grows, and so it goes on. Unfortu-
nately the game is set in America - there's no British Rail simulation
option, where players are awarded bonus points for cancelling trains
and making the pork pies as manky as possible.

Although none of us have yet plucked up enough courage to try
the game out (that big manual is scaring the life out of us), our sister
mag PC Review raved over the original version from which this has
been converted, and the slightly less prestigious Los Angelas Times
said that it may be the best computer game they have ever played -
high praise indeed. No doubt fans of games like Railroad Tycoon and
5im City (sorry to keep mentioning those two, but it's really the best
way of describing it) will no doubt lap it up, though they'll have to
wait a couple more months to do so, however, as Ocean is holding
back the release for a little while yet. The One's review is a definite
for next issue nevertheless. Stay on this platform

CHAMPIONSHIP
MANAGER ‘93

Created by two utterly fanati-
cal football enthusiasts, Paul and
Oliver- Collyer,  Championship
Manager ‘93. offers much the
same as its predecessor.in terms
of style and approach, with a
bucketful of new features added.
They include (deep breath) the
new FA Premier League and Coca-
Cola Cup (which stands in for the
now  defunct Domark trophy).
authentic player information for
all four divisions, all the new kits,
the ability to buy and loan players
fram foreign-leagues, selectable
penalty takers, upgradable stadia,
the inclusion of the new backpass
rule, player of the year and man
of the match awards, more realis-

Domark

ot so much a full-blown

sequel as an updated ver-

sion.-of the popular origi-
nal,  Championship = Manager
comes at a time when the football
management sim scene couldn’t
be more crowded. Gremlin’s. Pre-
mier Manager currently resides at
the top of the table, having taken
the crown from the previous lead-
ar, Graham Taylor's Soccer Chal-
lenge, and it's going to take the
software eguivalent of an on-
form  AC Milan to topple- it.
Domark's revised version of the
original may not be ‘the miost
attractive game ever, butit's like-
Iy to give Gremlin's more aesthet-

ically-pleasing effort a run forits
money by claiming to be more
authoritative and accurate than
any other sim on the market.

tic injuries and reams (believe of
us, we've got them all written
down here) of other. minor
improvements.
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LA The eriginal Championship Manager
s came in for some heavy criticism for its
le rather poor technical showing (the
a;. game- consists ‘mainly of text icons,
55 tables and messages owverlaid on ‘a
an selectable digitised piccy and was orig-
is- inally written in Amiga BASIC), and this
of update promises little improvement in
En that - department, - although ~we're
or assured the general speed of the game

and its sonic side have been enhanced.,

¥ AT THE CLUE

EARMSLEY DIvV1

SHIMDOMN DI
LUTOM DI
HOLYES DIw1

ERISTOL R DIwvi

FORT VALE DIW1

Much of the work that has gone on here

has been to increase the game's appeal
to the Amiga-owning soccer enthusiasts
who make up most of the genre’s mar-
ket. Since football manager games still
{and, we have to say, somewhat
strangely) continue to be almost guar-
anteéed chart successes, it's fair to say
that this one wion't be the last - but will
it be the best? We're only a month or
so-away from finding out...

Acclaim

IT I

fter Ocean’s less-than-successful first attempt at bring-

ing Matt Groening's blockbusting TV family to the

Amiga with Bart Vs The Space Mutants, official licencees
Acclaim (who produced the Simpson's spin-off Krusty's Super
Funhouse) have decided to handle the next Simpsons outing
themselves, with a game that ence again is being ported across
from the popular Nintendo original. This time round it's not
ravenous space monsters but the evil power plant owner C.M.
Burns that Bart and co are battling against, after the balding
despot packs the family off on a perilous round-the-world trip
in the hope they'll never come back.

Like Space Mutants, Bart Vs The World is a multi-stage plat-
form romp (gosh, where do these companies keep getting their
ideas from?) that sees the the proud underachiever travelling
through China, Hollywood, the Pyramids and the South Pole in
an attempt to get back home, while avoiding the attentions of
Burnsy's scheming relatives in each country, who have been
ordered to see the Simpsons off once and for all. Though most
of the action takes place on serolling platform-based backdrops
appropriate to the location (in China, for example, you run
around on a giant junk ship and skateboard across the Great
Wall), there are interspersed puzzle sections, such as a sliding
tile game, a fruit machine and a variant on that old playing
card favourite, Match Pairs.

Bart Vs The World has been converted from the NES by Arc
Developments, the same team that handled the Space Mutants
game for Ocean - and early peeks suggest that the main thrust
of the gameplay is very similar in style to that of its predeces-
sor. However, it's still to early to judge and the promise of sack-
fuls of sub-games suggest that this time round we should
get somewhat more in the way of varied gameplay. We
shall see,
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ere at The One we couldn’'t care less about
MIPS, fast RAM, AGA chips and other assorted
boring techno-jargon which anorak-wearing
trainspotter-types use to communicate with each
other. In fact, we can’t tell the difference between a
RAM cache and a cashpoint but we're not ashamed.
Oh no. We're rather proud, if truth be told, because
this means that we get to play and review all the lat-
est games and not get stuck with ray tracers, spread-
sheets and other oh-so-boring programs which serve
no useful function at all. When the A1200 was
released with its thirty-two ‘bits’, immeasurable
amounts of colour and more Mhz (what?), the only
thing we were interested in was: (a) the price and
(b) how good the games were going to be.

Well, it's been a few months now since the launch
of Commodore's much-praised super Amiga and we
still have yet to see any original products released
which truly make the most of the machine’s capabil-
ities. Stuff like Zool, Lethal Weapon and Nigel Mansell
may have added colours, extra parallax and a turn
of speed but what your average A1200 owner wants
to see is games which are available exclusively for his
machine, something with which he can impress his
ordinary Amiga owning mates with, right?

Well, in a sense, yes, but until the summer, when
we should see a few brand-spanking-new releases

developed especially for the A1200, it looks likely that
the only bragging opportunity lies with games which
play substantially better than the AS00 version.

But how games are there which benefit from the
A1200's immense power? Should you rush out and
upgrade now or wait a few months to see how many
exclusive games are released and the general quality
of the software? It's a tough decision, that’s for sure,
and, to the untrained eye, it may look like you're bet-
ter off just waiting and seeing. To those in the know,
though, it's obvious that there are a number of
games already on the shelves which are decidedly
better on the A1200, compared with on the A500.
And as far as compatibility goes, the majority of
games which don't work are over a year old and
probably not worth playing anyway.

What we're trying to say, then, is that the future
of the Amiga definitely lies with the A1200 and exist-
ing Amiga owners should seize the chance to
upgrade as soon as possible. Over the next couple
of years we should see the number of exclusive 32-
bit games snowballing, with cut-down versions sup-
plied for the A500 and A600 owners. And if you
upgrade now, chances are you'll own a few of the
games listed over the next couple of pages which are
drastically improved in one way or another on the
super Amiga.

FEATHRE
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Mindscape

The PC game which everyone thought was impossi-
ble to convert onto the humble Amiga burst onto our
shelves late last year to decidedly mixed reaction.
some (like myself) declared the game to be far too
slow on your standard machine whilst others (like
Dave) found the game to be "just fast enough to be
playable”, If ever there was an opportunity for the
A1200 to shine, this is surely it.

And shine it does. Wing Commander on the A1200
is an infinitely better game than the standard version
could ever hope to be. Having never seen the original
PC game (I try to steer well clear of those things), it's
impossible for me to make direct comparisons but I'm
reliably informed that WC runs about as fast on the
A1200 as it does on a moderate PC (that's a 386 to any
of you who are interested). The animations aren’t
painfully slow anymore, the decompaction is acceler-
ated and, more importantly, the 3D-combat sections
are now elevated from the sheer jerkiness of the stan-
dard version to a respectable (and now playable) rep-
resentation of space dogfights.

Whilst Wing Commander doesn’t really show the
A1200 at its best, it's improved enough to warrant
reappraisal and I’'m sure that prospective Kilrathi killers
who were put off by the bog-standard jerky version
will find this incarnation extremely pleasurable, in a
non-pervy kind of way.

STREET FIGHTER 2

As good as the standard Street Fight-
er 2 was, it was commonly regard-
ed that the A1200 version should be
something really special, a game
which would stand up proud against
the SMES cartridge and give us flop-
py owners something to really shout about. Initial versions of the game
were incompatible with the A1200 but, we're please to report, US Gold
has fixed whatever it was that was causing the problem and all new ver-
sions should come complete with a sticker that declares the game safe for
all purchasers.

The major difference between the two versions is, unsurprisingly, the
speed. Although the 16-bit version ran at a respectable rate, the 32-bit
incarnation runs as fast a diarrhoea-ridden bloke on his way to a public
convenience and, as such, plays better.

*’rw'r? —
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Renegade

You can't help wondering that with a little tweaking, though, this version
could have been so much better. If the program could check the avail-
able RAM and load as many Street Fighting characters or as much back-
ground scenary as possible straight into memaory this would reduce the
amount of disk accessing, making the time between games almost on par
with the console version. Like | said, it does play better on a faster machine
but you can't help thinking that an A1200-exclusive version is way over-
due. If you're reading this US Gold then do us all a favour, will you?

irrarag

Maost arcade games are unlikely
to improve in the speed depart-
ment when run on an A1200 as
programmers tend to ‘lock’ the
frame rate to a maximum level to x &-
ensure that the game is consis-

tent on all machines and never runs so fast so as to become unplayable. One
game that could never be described as running too fast (or being too
playable), though, is the Bitmap Brother's worst hour - Magic Pockets.

Another game which received mixed reaction from the computer press on
its original release, few with any sense could argue that this rather dull plat-
form romp had overdosed on speed. The sluggish nature of the game made
for an unsatisfying and ultimately disappointing experience and I'm sure
that many have consigned this to the back of the software shelf long before
NowW.

Well, if you own both an A1200 and a copy of Magic Pockets, it's proba-
bly about time you dusted down the game and loaded it up, as the Bitmaps
possibly admitted to themselves that all was not well in camp Playability
and sensibly declined to lock the frame rate for faster machines, resulting
in a hefty boost of speed and a gameplaying improvement on a 32-bit
machine. The Bitmap Kid now actually moves like a kid and not some decrepit
Zimmer-frame-bound old person and we actually found ourselves getting
into the game with some enthusiasm.

Although Magic Pockets is by no means a game to buy to show off your shiny
A1200 (it still lacks that certain ‘something’), it's perhaps worth digging out
and reappraising again in its new playable form. Try it, you might like it.

ra_-p'-_-'_a __,f.m
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NICK FALDO'S
CHAMPIONSHIP
GOLF

The standard version of this
almost superb golfing game
could in no way be described as
slow so | wasn't really expecting
a great deal on the A1200. How
wrong | was.

I'd guess that the average
time the screen took to update

‘in the AS00 version was
between two and two and a half
seconds. It's amazing how much
difference that short space of
time can make to a game as, in
most cases, the new position of
the golfer is back on screen
almost instantaneously (and
that's no exaggeration) on the
superior machine. Fluffed shots
aren't nearly as frustrating
(unless, of course, you're
invalved in a bet with a mate)
because of the lack of waiting
time before you are offered the
chance to try again and the
game as a whole moves at a
breathtaking speed.

Grandslam are currently
working on a 256-colour A1200
version (which should be out
shortly - watch out for a full
review in the Updates section),
but | can help thinking that the
extra colours are likely to slow
the game back down to the
standard AS00 version. If they
make a few adjustments to the
control system (see last issue’s
review), though, the enhanced
version could well leap into the
number one spot in the Golf
Simulation Hit Parade.

Us Gold

MicroProse

If ever there was a
game which didn't
really need an A1200
to convey a convincing
impression of speed,
Formula One Grand
Prix was it. The AS00
version was so impres-
sive that | don’t recall

Ere & rosza _mnawcss 2o)
AR S POSZ4  RUNNERS Z6|
| seeing a magazine
give it less than ninety
percent and the sub-
sequent awards and
sales suggested that,
for once, the public
and the computer
industry were very
oy ._ much in agreement.
A If you thought that

= was fast, though, wait
until you see F1GP
shift on an A1200.

— . . - Even you sat in a bath
of Oil of Ulay for a week you'd never end up as smooth as this game is. The bends and hills
are all even more realistic, the cars handle better and the whole game, from menu selecting
to tuning your engine, runs much faster overall. A few passers-by who happened to be in the
games room while we were playing actually fell over and had to be rushed to casualty with sus-
pected broken limbs.

It really is an impressive display and this has set the standard for all future polygon games
on the A1200. Unfortunately, though, the super Amiga version is likely to "spoil’ you because
after playing the game in 32-bits you're unlikely to view the standard version with as much
affection.

A few years ago, shops like Dixons and Currys used to leave the unimpressive Days Of Thun-
der game demo running on the A500 in-store, and people still bought the machine in droves.
If the A1200 is to establish a huge user base like its younger brother, this is the game that
will do it.

— e 2
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It's not only 3D games that can be improved by the A1200. Another thing
that the machine is particularly good at is performing vast amounts of cal-
culations in a small space of time, something a computer does when decom-
pacting data into usable information. S50 games which arrive on loads of
disks with mostly compacted data can also benefit from the A1200 extra
sixteen bits, games like Monkey Island 2! i

I've read in other magazines that Monkey Island 2 runs exactly the same

: on an A1200 as it does on an AB00. This couldn’t be further from the truth
as everything about the game is quicker and more bearable. Right from the
opening animations (you know, with the little monkeys doing a dance)
you can see that things are definite-
ly improved on the super Amiga -
there aren't half as many annoying
delays as the computer tries desper-
ately to make sense of the recently
loaded information before acting
upon it.

: These little injections of speed
improve the game no end. Every-
thing, from the character animations
to the musical changes, appear with

, the minimum of fuss, so much so
that you'll soon be wondering why
you accepted the thumb-twiddling
opportunities of the AS00 version in
the first place.
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Domark
Regular viewers will already be know that

| violently hated this game when | was
forced to review it last month. If Domark
had placed a huge sticker on the box which

Hhat 15 thas thing you're working on”

Uus Gold
Dr lones's second stab at graphical adven-

turing produced a stunning game which
was much praised by all. The absorbing
plot and storyline entranced gamers every-
where which was a good thing, really, as
anything weaker may have drawn attention
to the game's inadequacies. Like Monkey
Island 2, there were plenty of tea-making
opportunities whenever Indy had to travel

said something like "Warning - This game across a screen which contained more than
is SLOW", they could still be taken to court a few incidental animations (the market
under the Trade Descriptions Act because place in Algiers is an obvious example).
for something to be ‘slow’ it needs to be moving in the first place. Throwing a paper What this game could definitely do with is
plane across the office was much more fun. a faster machine. Cue the Computer With
On the A1200, however, things begin to move at a fairly respectable rate. The mouse A Hat, the A1200 (? - Ed.).
pointer actually keeps up with the mouse movements, planning missions doesn’t Yep, in most respects this is the Monkey
take an eternity and the 3D-flying section of the game now updates considerably 2 situation all over again. The characters
faster than the AS00 version. It's all guite playable now. move about with much more enthusiasm,
What this serves to demonstrate, though, is the extremely bad programming of the the decrunching takes considerably less

game in the first place. Harrier on the A1200 runs only slightly faster than, say, Thun- time and the game as a whole plays at a
derhawk on the A500 and what we don't want to see is companies releasing shoddy much more acceptable rate. There are, on
games under the ‘faster processor recommended’ banner, just to make life easier for occasions, still a few slightly tedious sec-
themselves. If people like DID, Core and Geoff Crammond can produce the results tions but this never stopped the standard
on a standard machine there's no reason for anyone else to get away with almost the version being universally applauded. A def-
inite improvement.

same speed on an A1200.

LEGENDS OF VALOUR

Kevin Bulmer and co certainly revolutionised the RPG genre with this impres-
sive display of programming trickery which introduced a smooth texture-
mapped world to the Amiga owner. On a standard Amiga the screen update
was perfectly acceptable but I'm sure that most gamers would agree that a
more life-like impression would be gained if the locations moved a little more
speed.

A little more speed, try at least five to six times as fast! Blimey, this has
to rate alongside F1GP in terms of sheer impressiveness. There are no glitch-
es at all, everything moves at
an almost unbelievable rate
and to say that this is a revo-
lution in computer enter-
tainment would be a gross
understatement - | haven't
been this impressed in a long
time. To be honest, you real-
ly need to see Legends of
Valour running on an A1200
yourself because | can’t hon-
estly think of enough
superlatives to do it justice.
Words such as breathtaking,
amazing could almost be
considered insults.

LoV shows off the A1200's
power maore than anything
else I've seen so far and must
surely rank as an essential
purchase for any new 32-bit
OWners.
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FOOTBALL
2

Widely accepted as the most accurate football simulation available,
FOOTBALL TACTICIAN 2 now offers even more powerful facilities which
set it in a class of its own. New features include:

* Multi-user capability now increased lo 46, with new rating system
reflecting manager's ability and achievements.

* FA Premier League and Division One permanently in memory with full
interaction, promotions, fransfers, play-offs, local and European Cups.

* 900 players accurately and meticulously named, with real ages,
aptitudes, skills, playing positions, caps and markel valuations. In
addition, all European players are also accurately defined.

* All 88 league referees included with true-to-life behaviour

* Built-in intuitive team editor, capable of entering new players and fine-
' funing up to 32 parameters. Essential for the serious user

* Umique database-type search facility plus comprehensive data link
giving access to additional, accurate, historical information on selected
players. This feature may be further enhanced by the user himself

* More recording options: up to 36 maiches always recorded IN FULL
for instant full-scale replay, plus another 21290 match results and
league positions going back 20 years, all instantly retrievable!

* Intefigent behaviour of computer sides capable of changing factics to
respond fo situafion on the field or making substitutions based on
fitness and fatigue

* Three levels of commentary from highlights only to ball by ball
repa_n‘n:j?: Plus mid-week transfer and fitness news.

* Friendlies, lop scorers charts, precise transfer markets, club history,
financial position and much much more!

FOOTBALL TACTICIAN is the first ever management game that includes
strategy as an integral part of a successful campaign. Team selection,
needless to say. remains a critical element. Each player in your 20-strong
squad is now analysed in up to 20 different aspects, enabling you to select
the side best suited for the match in hand.  And then to the BIG innovation
of FOOTBALL TACTICIAN: full on-line, real-time involvement during the
match! For the first time ever, you will, as a manager, be able to alter your
strategy ' choose a defensive or offensive systemn, mark certain opponents,
drop back some of your players if the pressure is tough, decide exact|
when substitutions should be made, play the off-side trap, go for quiuﬁ
counters, etc.. With full on-screen commentary and minute-by-minute feed
back, you're as involved in the match as any of your players! You will soon
realise that this is no ordinary soccer manager. THIS is the REAL THING
Youre in charge. You manage your side before and during the match.
MNothing is left to chance. Can you rise to the challenge? Try FOOTBALL
TACTICIAN and prepare yourself for the ultimate football experience

No known football game is more accurate! FT2 is updated
weekly: fransfers, bids, injuries are recorded as they happen. If
your football game still lists Des Walker at Nott ingham Forest
or Paul Stewart at Spurs the it isn't Football ¥ Tactician!

TACTICIAN

And

now FT

on the success of FT2 we are proud fo announce the release of FT2

=Building

Scofland. Comprising the Scottish Fremier League AND First Division, it
has all the unique characteristics of the original FT2, with of course the
Scottish Cup. the SKOL Cup and all European Cups. This version of FT2
is the first ever quality game covering Scotlish Football

Plaase rust oy of
FOOTBALL TACTICIAN 2 (one meg required) £22.95
FOOTBALL TACTICIAN 2 (Scotland] ione meg) £22.95

FOOTBALL TACTICIAN 1 (half-meg machines)

£16.95
Fﬂﬂ'TﬂALL QHAL_LEHG_E (the best soccer quiz} £9.95
Name -
Address

TALKING BIRDS 070
5 Minster Close Rayleigh Essex SS6 8SF
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DAVID UPCHURCH
Dave makes out being an
i " editor is too much work for
i, Wit too little pay but guess :
SN where our obviously
PRI poverty-stricken  boss
Pl booked his summer hols
A4 this month? Bognor?
Skegness? Nope, Dave wouldn’t be seen dead

in swanky resorts like these so he's off to the
boring Bahamas, land of Manchester-style

50 Bﬂdy Blows Team 17 drizzle and congested motorways. The only
good thing about this luxurious break is that
54 Exﬂdus GIObaI S'Oﬂwa-re Dave has to go through a series of
» - . embarrassing and painful injections and, to

56 Tra'nsarCtlca SIImarIIs top it all, he has to pay for the privilege!

59 Lionheart Thalion K

= Take a long, hard look at
64 Universal Monsters Ocean o e i
63 FIaShbﬂ.Ck us GOId : last time you'll see him
\ e appearing in these
1 - hallowed pages. Yes, we're
72 walker PysgnDSlS sad to report that turncoat
74 Creatures Thalamus RN gy - AN 16
leaving The One to work on C&VG, EMAP's
17 Lemmings 2 Psygnosis multi-format games magazine. Dave and
Simon would like to wish Gazza the very best
82 znﬂl (A"I 200) Gr&mlin of British in his new position and hope that he
works a damn sight harder on C&VG than he
83 Sleepwalker (A1 200) Ocean did for The One during this issue. And to

prove we're not at all bitter, here's a cut-out-
and-keep Gaz doll which captures the man at

i ive. Simpl i d Gary'
THE SCORES St et palr s schart ek amto- b

All elements of our games are rated out of a possible of lard and - hey presto - an instant Gary
maximum score of a hundred. But what do the scores actually [EUETIEEEES
mean?
SIMON BYRON
5 - . Simon is still finding the bi
0-25 Rubbish. Offensively low quality. . R ek Merwhelmingg_ -
26-49 Below average. Not acceptable by today's T4 London Underground, -
standards. aware of his Bournemouth
50-60 Above average. But still plenty of room for sickneiss, has erected huge =
imprnvament. posters which depict loads —
- 2 A . of people enjoying life in 1
61-70 Fair to good. Lots of nice points, but in no England’s most celebrated seaside resort,
way perfect. much to our staff writer's dismay. Rather than E
70-80 Pretty smart. Above a::npted standards. :eing able tfn pop down the beach after work cn
- - or a spot of Baywatch-style mooching around
s Entmmﬂ, gnml.. oy notch impressivenass. on thepsand, heyhas to make do with :n open-
90+ Simply excellent. Breathtaking. air swimming pool full of old plasters and -
ailment-inducing germs, surrounded by the =
exotic rumblings and smog-filled atmosphere
TH E OVE RALL sco R E of the London North Circular. Life, eh? o
- = 4] I I
Obviously, at the end of the day, when all is said and done, P e T:Tf;'ffm Y -
the Overall figure is the best gauge as to whether the game is telling you about the game on the A1200, and o
any good or not. While representative of the elements, it is SO e WO Seyan) Aok, AN, AR
not an average of the other scores. That's why it isn't called g s ek TR

THE AVERAGE.
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Come in, Street Fighter ll, your time is up. Gary Whitta
squares up to Team 17’s risky foray into the beat-'em-up
genre - and watches it give US Gold’s licenced effort a RIGHT

kicking!

Body Blows offers two modes of
play - in the one-player game, you
select a good-guy fighter from a
bank of four and set about working
your way through the other six,
hopefully knocking them off one at
a time on your mission to wipe ocut
your ultimate opponent, the evil
Max. If you've got a pal or seven,
however, you can make your own
tournament game featuring twao,
four or eight human participants in
a knockout contest.
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ight, here it is then. The full (and, we might

add, utterly EXCLUSIVE) review of Body

Blows from Team 17. Over the next four

pages you’ll find everything you need to

know about the game, some blinding
screenshots featuring ALL the fighters and locations and
a Verdict telling you exactly how good it is. Now will
you PLEASE stop phoning us up and pestering us about
the bloody thing?

| don't know, if it's not one thing it's another. For
months up until the release of Street Fighter 11, all we
got in The One office were phone calls from you lot -
"When's it coming out? Is it the same as the SNES? Can
you do the dragon punch?” When the game finally
appeared on the shelves just before Christmas, we
breathed a sigh of relief - but we weren't out of the
woods yet. Before we knew it it was a ceaseless bar-
rage of "When's Body Blows coming out? Is it better
than Streetfighter? Can you do the dragon punch?” So
this, once and for all, should finally shut you up. Fingers
crossed.

For the record then - Body Blows is an undeniably
brazen attempt to cash in on the 5Street Fighter Il hys-
teria (although Team 17 claims that it was inspired more
by an obscure Neo Geo game called Fatal Fury than any-
thing else) in which nine super-hard fighting fellers and
one female battle it out for no reason other than to
have a bit of a laugh. Pick your own personal pugilist,
invite round up to seven of your close chums and, as
they say in the trade, FIGHT!

Just like in Street Fighter I, each combatant has their
own particular strengths, weaknesses and fighting
style, along with a unigue selection of special moves.
They're easier to access than those in SFIl, with no need
to perform tortuous joystick maneouvres to access the
big payoff attacks. And even if you're completely hope-
less, each character has a default special move which is
easily activated simply by holding down the FIRE button
for a few seconds.
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(Below) As well as a plethora of
kicks, punches and special attacks
executable from the ground, each
fighter also has three attacks that
can only be executed from the air.
Flying attacks cannot be blocked by
the victim - if someone comes leap-
ing at you, your only defence is to
get in first and knock them back
down to sarth - hard!

A young gang-leader
who knows every dirty
trick in the book, Dan is
fast, good in the air
and able to deal with
most situations.
Unfortunately, he's not
too hot at getting
punched, so opponents
should find it easy to
sap his energy if they
can find a way through
his defences. Like Ryu
in Streetfighter, he can
chuck out bolts of elec-
tric energy if the mood
takes him.

Another young punk
with his eyes on the
title, Nik is the identical
twin brother of Dan,
and as such they have
exactly the same moves
and abilities. Nik and
Dan hate each other, so
you're always sure of a
good scrap when these
two get together.

As Dan.

Super Roundhouse
Spin, Awesome
Uppercut, Electrobolt,
Deflectorbolt.

{Above) In tournament mode you can opt for matches that last for just one bout or
the best of three, and choose from 60 second, 90 second and no-limit bouts. In the :
tweo former options, the player with the most energy when the time expires is pro- =
nounced the winner, while in the no-limit game, the winner is the first to completely
KO his opponent, achieved in familiar SFIl 'knock-his-energy-down-to-zero' fashion.

2

Another fat blubberguts,
this reject from the pro-

=
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A big flabby powerhouse
from the former Soviet

Yitu is probably the
fastest character in the

Union, Kossak is a prod-

uct of early genetic exper-

imentation. He's
super-heavy, super-hard
and, as a result, a little
slow to react to some sit-
uations. Fast oppongnts
may be able to exploit his
lack of speed.

Groundshock,
Hammaerfist, Superdrill.

game, possessing incredi-
ble lightning moves and
cat-like reflexes. When
he's at full tilt he's almost
too qguick to see, so
always keep your guard
up against him. If you can
get through the blur of
fists and feet, he's easily
finished off due to his
low hit tolerance.

Super-fast punch, 100m
leap, Super-slide.

wrestling circuit can be
devastating when he's on
form. Like Kossak he is
incredibly tough and his
punches are like
dynamite, but he's
surprisingly fast for his
size and most vulnerable
in the air. One to watch
out for.

Super Body 5plash, Head
Charge, Stretch Push,
Earthgquake,

Most attacks can be blocked, providing you're quick enough to
react. There are two defensive postures, one for defending
head and chest shots, the other designed to protect you below
the belt. Special moves can be blogked, although they don't

always completely protect you from the effects of the attack -
if the attack is a powerful one, a bloeck may only lessen the
impact.



52

iHP Sd&od
-~ i

Thrown out of the box-
ing world for being too
rough, Junior now satis-
fies his passion for
extreme vielence in the
Body Blows underworld.
His punching power is
devastating, although
his kicks leave
something to be desired
and is vulnerable below
the belt.

Uppercut, Super
Punch, Flying Punch,
Right Hook.

7
0

The only female
combatant, Maria is a
bit of a stunner and
likes nothing more than
a bit of fightin n’
fumpin® when she's not
wowing the fashion
world on the catwalk,
or something. Spanish
in origin, she has the
power to do the splits
to amazing effect,
although she doesn't
hold up well after a few
good punches in the
mush.

Razor Spin, High Kick,

(Left) Unlike Street Fighter Il, you don't need a cheat

maode to pit two versions of the same fighter against

each other in Body Blows - simply switch Character vs
Character mode to ON, and you can form any fighting
combination you like - in this case, Minja vs Ninja.

Unfortunately, the graphical similarity means that it's
sometimes tricky to tell who's who, so grudge matches
are better settled by pitting Dan vs Nik, who have identi-
cal abilities but look different.

(Left) If you can identify a
chink in your opponent’s
armour, it can be exploited
to maximum damaging
effect and points bonuses
with a classy combination
attack, rapidly following up
kicks and punches with the
right successive moves to
ensure that the victim gets
no chance to get his guard
back up. There are mega-
bonuses on offer if you can
see off an opponent
PERFECTIy, without taking a
single hit yourself.

o

After a heavy day’s trad-
ing on the world’s stock
markets, this executive
boss type rolls up his
sleeve and works off all
that corporate stress
with a spot of martial
arts. He's very fast and
possesses good all-reund
skills, although his
strength is only average
and is vulnerable in the
air.

Whirlwind Roundhouse,
Tornado.

(Above) Sampled sound plays an important part in the
Body Blows experience, with an appropriate utterance
to warn you of an impending secret move, and a bolshy
statement from the victorious fighter at the end of a
bout. Look out too for the cute animations in each of
the backdrops - the programers were determined not to
waste one single byte of graphics space.

4 N
The ultimate bad guy.
he only appears in the
one-player game as
your final adversary”
Max may look like just
another fighter, but in
fact he holds a dark
secret, All other infor-
mation on him is classi-
fied.

Wait and see

FaT=T.%
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After learning the Way of
the Exploding Pint Glass at
a remote Shaolin Temple
in Thailand, Loray decided
that his martial arts skills
would be best put to use
in the streetfighting
world. So here he is, com-
plete with an array of mys-
tical moves that you won't
learn down at your local
sport cenfre’s karate class.
Fast and agile, he's a hand-
ful for anyone.

'

Dragon Flame, Spin Kick,
Flat Hand, Short
Roundhouse.
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(Above) Body Blows features an array of special moves that, while for the
maost part borrow heavily from Street Fighter Il (look out for direct
copies of the Dragon Punch, Hurricane Kick and others), feature some of
the most original fighting technigues we've seen. Among the most
impressive are the Ninja‘s ability te vanish into a shimmering reflection
of himself (excellent graphical effect), Dug's powerful floor slam that
shakes the whole screen, and Mike's super-speed whirlwind that causes
considerable damage to anyone caught in its wake. Oh, and we quite like
it when Maria does the splits in the air. Phwoar,
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Body Blows® backdrops seroll not just to
the left and right, but up and down as
well, so the camera view follows the fight-
ers as they leap into the air for flying
attacks and come back down again. It's
not a vital addition to the action (there's
plenty of room to jump around whether
the screen scrolls or not), but it looks nice.
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This renegade exponent
of the deadliest martial
art of all is the only con-
testant armed with a
weapon - in this case, a
razor-sharp sword. When
he's not giving you the
closest shave you've sver
had with his gleaming
blade, he's summaoning
on ancient forces to make
himself invisible and gen-
erally being very hard
indeed.

Spinning Sword, Shadow
Maove, Super Shadow.
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| THE VERDICT

Before we go any further, | wish to go
on record as saying that | don't like
Street Fighter Il on the Amiga at all. |
disagreed with the 89% we awarded it
(something mid-70s was more to my
taste) and am generally of the opinion
that the game has sold more than it
really deserved to on its own merits.
Which is why it warms the very cock-
les of my heart to see something come NEMOR D
along that really DOES deserve all the A

hype it's had and will inevitably show
SFIl up to be the mediocre beat-'em-
up that it is. Yep, Body Blows is the
business and no mistake. After three
hits in a row, Team 17's gamble with

FRAPNILS

a big-sprite beat-"em-up was their
riskiest yet, and | don’t mind
admitting that | had my doubts about
this one. Having just walked away |
(barely) from a solid day’s ding-dong-

ing with the game, however, I'm PLAYARILITY
pleased to report that Body Blows l )
holds its own not just amongst Team NN N
17's past efforts but against any beat- -

'em-up on any home machine. Okay, LASTRRILITY

so it rips off Street Fighter li
something rotten, but any clone that
improves upon the original is okay in
my book, and Body Blows does that in
just about every respect. It's faster,
smoother, tougher, has more variety I ]

I i

and, most importantly, is infinitely

more fun to play. If pushed, I'd have )
to say that this is only my second

favourite Amiga combat game (IK+ is

still tops with me), but it's a close-run thing. The action is
fluid and instinctive, the special moves are easy to use and
great fun to watch, and Mr Sheen must have been working
overtime to give the game this much polish. The whole prod-
uct reeks of quality with its sampled speech, oodles of
options and general all-round user-friendliness. If you thought
Street Fighter Il was the business, think again - as a pure
fighting game, this blows 99% of similar efforts out of the
water with ease. Can these boys really do NO wrong at all?

=| Body Blows is compatible with the A1200, although there's little
— extra benefit in the way of speed, colours, etc. However, Team 17
c~a are discussing the possibility of a dedicated A1200 version, fea-
r— | turing even smoother animation and possibly even four fighters
Iﬂz - @n screen at once. We'll keep you posted.

SMO18 AQO08
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3010: THE FINAL CHAPTER

David Upchurch pilots the good ship
Starlight through alien hordes in
Demonware's strategy shoot-"em-up

The key to progress is using
the raw components that
you've mined from debris

floating through space to cre-
ate more complex

components which in turn
can be used to build space
fighters, missiles, drones, etc.
At the start of the game you

you might want to skip this open-

ing paragraph. For it's my sad duty
to inform you that the Earth, our
beautiful blue-and-green orb, is
dead. Once home to millions of
diverse species of plants and ani-
mals, it's now just another barren
rock floating through the woid,
bereft of life. (Depressing, innit?)

There's hope, though - for the
human race, anyway. In the Earth’'s
dying days mankind combines its
efforts to build the Starlight, a giant
space-going arkship. Inside the ship
the finest representatives of the
human race are put into cryogenic
suspension, in order that they may
sleep through the thousand-year
journey to an alien planet capable of
sustaining life.

If you're an emotional sort then

This is the game’s main screen, from
which you can access the various
ship's departments such as the labo-
ratory, the production line, the
ship's hangar and so forth. The radar
shows what's floating through the
vacuum in the vicinity of the
Starlight, and by clicking on one of
the blips you can get more info on
what it is and send ships out to
investigate it.

have just a handful of bits
and bobs in the ship's hold,
and if you don't use them
wisaly you'll rapidly find
yourself up a blind alley.

But things never go according to
plan, do they? Somehow the
Starlight drifts off its prepro-
grammed course, straight into the
sprawling empire of a hostile alien
race. The Starlight's computer
promptly brings the captain out of
cryosleep to deal with the unsus-
pected emergency...

In terms of gameplay Exodus is
very remiscent of the old Activision
classic Millenium 2.2. Using the
Starlight's limited resources the play-
er, who inevitably assumes the cap-
tain's role, has to construct weapons
and space fighters to repel the alien
fleets, while mining for ore to build
components to keep the arkship
operational. The nice thing here,
though, is that when the ship's go
into battle you get to fly them.

i THE VERDICT

Although Exodus is similar to
Millenium 2.2, it's nowhere near as
involved or as involving. If you want
a gauge to the game's depth you
need look no further than the manu-
al - it's just ten pages of larg print
long. That said, it does take a while
to get into Exodus, mainly because
the aforementioned manual is
annoyingly vague about what you
actually have to do. There's a lot of
fumbling about to begin with as you
learn the game's controls by trial
and error. Why couldn’t Demonware
have provided a short tutorial to
guide you through the initial stages?
This learning curve would've been
bearable if the game was more for-
giving but it's not - suffice to say if
you foul up on your first 3D mission
then you might as well restart the
game, as you won't have enough
resources left to carry on. The 3D
combat bits have as much depth as
the strategy bits (i.e. not much) but
they're playable, though the objects
are simply drawn and the impression
of speed is poor. Exodus is one of
those caught-between-two-stools
games, but it's reasonably fun to
play. If you like your strategy simple
and punctuated with action then
this should see you right.

Fully compatible. Apart from a
slightly better turn of speed in the
3D sections, the differences are
negligible.

Publizher: De munward
beveloper: INn-house

£25.99 Out Now
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Once you've selected a target from the radar on the main screen you can

equip any ships you've built and send them out te investigate. If you
want you can play this purely tactically, giving simple orders to each ship
telling the pilots to fight, wait and so on. It's more fun to take charge
yourself, though, whereupon you're presented with this 3D view from the
chosen ship's cockpit.




Bringing the battle to your Amiga

Sceriously Funm Software
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Brrrr! Bit nippy!

DavidUpchurch catches the last train to Transarctica

?R@&N@A@ﬁ

go numb from the bitter cold, a game set in a world devastated by a

nuclear winter is, quite honestly, the last thing | want to write about.
Why isn't Dune 2 out yet? That would've been nice. Lots of blazing sun and
baking sand. Lovely.

But | digress. Transarctica is a strategy game with a rather more interest-
ing scenario than most. It all starts just a few decades from now, when sci-
entists trying to halt the Greenhouse Effect explode atomic bombs at the North
and South Poles, the idea being that they'd throw enough ice and dust into
the atmosphere to help shield the planet from the Sun. But it all goes horri-
bly wrong and rather than reducing the Sun’s rays it cuts them off completely,
plunging the planet into an eternal winter.

Civilisation as we know it collapses, to be replaced by a primitive feudal
society where the Sun is nothing more than a myth. People huddie together
in the scattered townships, travelling and trading between them aboard huge

A 5 a freezing wintery draft blows in from outside and my typing fingers

- steam trains, the only viable form of transport left. This vital rail network is
: wﬂﬁﬂhd by the sinister and mighty Viking Union.

that the Sun is more_thm a thnlﬁmﬁ

THIS TRAIN WILL BE CALLING AT...
Each town you visit specialises in one
special function. You'd be advised to
have a pen and paper by your side
when you play for taking notes,
otherwise you'll end up getting very
confused and wasting a lot of valuable
time - not a good thing as the Union
constantly tightens the net on you.
Here, then, are a few of the stops
you're likely to make...

TRADING POSTS

The most common settlement. Goods
are bought using your train's valuable
coal reserves, and by wise trading you
can keep your fuel supplies high.
However, if your stocks run low and
the market isn't buoyant, you can
always seek out open-pit mines

This is the Transarctica's engine
room, and it's here that you dis-
cover the finer points of train
driving. By clicking on the two
burly workmen in the foreground
you can stoke up the boiler, but
remember to look at the control
panel {inset) to make sure that
you're not building up too much
=13 pressure in the boiler or kaboom!
The l:nn'lml panal:lsn lets you

(Below) Should you encounter a Union train you're taken into battle mode, with
the two trains sitting alongside each other. Your control over the Transartica is
limited to either shunting it slowly back and forth or slamming the brakes on.

L hmmmmmnum

SLAVE MARKETS

Those too weak to fend for themselves
in Transarctica inevitably become
slaves. It's a nasty fact of life, but
slaves are an essential part of your
train’s crew, as you'll need them for
mining, building bridges and other
labour-intensive tasks.

MAMMOTH FARMS

One of the few animals to
survive is the elephant, which
has regressed down the evolu-
tionary path and become a mam-
moth. Mammoths are valuable as
workhorses but pricy, although
you may encounter a wild herd
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From time to time random events occur,
and these are depicted using attractive
statie screens. Here the Transarctica has

been attacked by mole men while travel-

ling through an underground tunnel,
potentially resulting in a loss of men and
equipment. Other screens depict
anything from a sighting of a mammaoth
herd to an encounter with Nessyr!

This map of the rail network is where
you spend most of your time. By
clicking on the points in the track you
can change your train's direction,
and using the icons at the bottom of
the screen it can be given simple con-
trol instructions such as stop and
reverse direction. If you hit the end
of a track the game automatically
stops the train for you, so you don't
have to worry about plunging into a
crevace or anything like that.
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ENGINE YARDS
When you start the game your train
consists of little more than an engine
and a single carriage. Although you
can attack Union trains in the hope of
stealing some of their rolling stock,
an easier way of extending your train
is by buying from these engineers.
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(Below) One of th arctic A SR
riages has been conV d into a
makeshift ‘war room’. Frof he

ey
can consult a tactical map of
dispatch spies to nose in on wha" the:

Union chiefs are up to and send line-
inspection cars down the track. These
cars act like ‘probes’, scouting out
unknown territory while the
Transarctica sits safely in some siding
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I THE VERDICT

If you're a strategy gamer who, as a
kid, yearned for a big Hornby train
set-up like in the telly adverts then
you’'ll probably go mad over
Transarctica. The rest of us, though,
may not be so keen. The game con-
cept is refreshingly original but the
execution is 5o ‘clunky’ and
unpolished. All the sprites move
around in jumps, like they're pawns
on a Chessboard, and through-
out the scrolling is horribly
jerky. At times you get the
awful feeling that you're play-
ing an AMOS game rather than
a finely-honed piece of
machine-code. Most annoying
is the occasionally dodgy
response (or, rather, lack of it)
to your mouse clicks, which can
be frustrating in the heat of
battle. Accept these rough
edges, however, and you'll dis-

cover that Transarctica is not

GOSSIP TOWNS
Some towns specialise in nothing more

than good old-fashioned gossip. which
is just about the only thing that's free
in Transarctica. It's in places like this
that you can learn clues as to how the
world came to be plunged into dark-
ness and can be returned to the light.

half bad. It's no classic by any
stretch of the imagination, but
there's enough crisis manage-
ment going on to keep you on
your toes and there's a definite
thrill to piecing together clues
about how to bring back the
Sun. The only really painful
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Developar: In-house

£25.99 Out Now
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gameplay element is the endless train shunting - why
couldn't the game's designers have made it so that you
could set a destination and then leave the computer
work out the route for you? As it stands, Transarctica
is a fair game, but it's only going to appeal to the con-

verted strategist or/and train freak.

- ransarctica is not compatible with the Super

e immga, sadly. However, Silmarils are planning :

| (T ‘specific 256- colour A12080 version in the near
= i'fq'ture <o keep an eve on Updates for news.-

o
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If you thought you'd seen the last

of these hack and slash games then
think again because Simon Byron's got
news for you which you should all like.

alion are on a bit of a roll at
I the moment. What with the
excellent No Second Prize and
the forthcoming Ambermoon, the
German software house look set to
conguer all genres. Between those
two games, though, falls Lionheart,
an attempt to out-wrestle whatever
hack-and-slash-"'em-up  platform
adventure is currently recognised as
being the bee's knees. Come to think
of it, there isn't really much compe-
tition in this field at the moment. A
gap in the market, perhaps?

The plot tells of how Viadyn, a
feared warrior who prefers to spend
the majority of his time drinking and
fighting, is dragged from a local
watering hole by a few of the king's
guards. Unbeknown to Vladyn, the
Lionheart - a symbol of mystical
power - has been stolen by someone
called Norka and if the king doesn’t
show the trophy to his people at the
‘Showing Festival’ (which sounds to
me like the game boys and girls play
at school) then his ability to rule will
be seriously questioned.

Vladyn isn‘t initially interested.
The task sounds a bit too hard and
the reputed fortress that the perpe-
trator of this crime has surrounded
himself in conjures up some com-
pletely scary images. Unfortunately,
though, Vladyn's woman, llene, hap-

pened to be worshipping the sacred

treasure at the time and was

promptly zapped, turning her to

stone and the cure for this condition

can only be found in Norka's land.
So, Vladyn's adventure has two

objectives, the most important

being to return the Lionheart to

the King. Of course, if Vladyn

can find the remedy for his

missus then he's laugh-

ing. Let the games

begin...

A good opportunity to rest and take out the opposition
is provided by these handy bars which serve as ideal
platforms to take out some of the static creatures. If
Viadyn passes up on these valuable opportunities then
the chances are he’ll soon be attacked from all angles as
a new wave of dragons burst onto the screen.

SRS . W

Sy
The purpose of this section is to run alongside the huge
ark and eventually climb onto it, where yet more plat-
forms awaits you. Before Vladyn reaches the huge
vehicle, though, there are a number of evil dragons
which will try their damndest to put a stop to his
ideas by constantly bombarding him with fireballs.
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Potions can be found deep where you least expect them but it's often worth taking time out to
pick them up as they usually reward the player with a well-needed energy top-up. The choice
between going for the potion or leaving it be can often be pretty tough as there are usually an
above average number of guardians or spike-infested areas protecting the tiny vials.

The huge levels may prove daunting at first but there are numer- There are a number of ways for Vladyn to traverse the levels
ous restart points throughout which never really put the player but this must surely rank as one of the weirdest. These beetles
back so far as to make it frustrating. Another plus in the game's usually move aleng a fixed track and often huge areas are pop-

favour is the way that any creatures who have been disposed of ulated by a huge group of them requiring some pretty accurate
never reappear when you retrace your steps, again ensuring the jumps if you are to reach the other side of the ravine with your
gamer never becomes too annoying. insides still inside.

-
i

L% After the early horizontally-screlling sec- The long intro tells how Viadyn's There's some tricky block manipulation to
tion you face this breakneck ride on the  adventure begins. It starts off ordinarily be done on your way to the Lionheart. The
"l back of a kangaroo-like creatures. These enough but it soon becomes apparent that  volcanic level brings with it a sea full of

i
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obedient mammals follow Viadyn wher- the team behind Lionheart are also the lava. The only way to traverse these fatal
{ ever he may go meaning that you can  folks beavering away on Ambermoon, as sections is to slide some lava-resisting
f."- L Fleap into the air to fend off the nasties, this section shows, Everything here is dis- blocks across the molten fluid by jumping
J ssafe in the knowledge that there played in smooth-scrolling 3D as Viadyn on one edge of the brick, thus causing it to
will always be a moderately creeps cautiously towards the chest in the slide in the opposite direction - a tricky
Psafe saddle to land back onto. background. manoeuvre at the best of times.




They don't call him Viadyn Agility Surname for nothing, as you can see. The
thick vines that litter the landscape come in handy mainly for crossing huge
gaping holes or sliding down long drops in safety. Whilst on these ropes,
Viadyn can still slash with his sword so travelling by this method isn't as
tricky is it looks. In some locations Vladyn can even climb up oento them and
do a convincing impression of a tight-rope walker, for all to appreciate.

.11
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I nermally can't see the point of hav-
ing stupid little points-awarding
bonuses as, for me, they serve as a
distraction from the main game
abjective. In Lionheart, however, col-
lecting one hundred of these tiny
Thalion logos will boost Viadyn's
maximum energy reserves by one
heart, meaning that he can take a
few more hits from the vicious crea-
tures before he finally pops his clogs
(although actually they're sandals).

Although the king promises Viadyn
full use of the state's dragon to
assist his journey, it rapidly becomes
obvious that much of the adventure
is going to have to be solved on foot
as the dragon is captured by an
enemy airship before Vladyn has
time to prepare himself. Vladyn's
initial task is to seek out the cave
which leads to an underground
labyrinth, but it isn't going to be
easy.

Mot all the platforms in Lionheart look safe to jump on but you'll discover
that Vladyn sometimes has to leap from the most unlikely bases. These
leaves, for example, come in two varieties, the solid type which are perfect-
Iy happy to allow anything on and off or the more hazardous rotating kind
which only remain safe to use for a short period of time once Vladyn has
stopped them spinning with a blow from either his feet or his sword.

14VY3IHNOIT




For those of you who think you're hard enough, Thalion have provided
three difficulty levels; normal, hard and the excellently entitled Lionhard
{oh, that crazy German sense of humour). These levels not only increase the
number of harmful creatures which roam the levels but also physically alter
the layout of the platforms, making a hard game truly different to an easi-
er one. This is an excellent feature and Thalion is to be applauded for giving

the gamer such value for money.

CE L o L e T
] ]

Okay, so Thalion can't be one hun-
dred percent original all the time
but who cares? The inevitable
appearance of these swings brings
with it a whole new range of traps
and challenges. Most swing slowly
enough for Viadyn to be able to
leap on and off with relative ease
but they are usually in the vicinity
of some pretty nasty adversaries
which spit energy zapping glob-

LIONHEART

rior into the vast pit below.

ules, knocking the fearless war-

& 07
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An example of the diversity of the levels can be summed up with this
screenshot. Just when you've started to get used to the huge horizontally
scrolling levels, the game chucks in this tricky little beauty which takes
some time to get the hang of. The level is only about three screens wide,
the idea being to reach the top of the tower with you bodily parts still
intact. Trouble is, though, there's an ever advancing tide of water which
rapidly climbs towards Vladyn and drowns him almost on contact.

By pushing up on the joystick whilst
in the air, Vladyn can be made to
clasp onto any solid ledges nearby.
This can prove extremely fortuitous
when the fearless warrior is knocked
from a ledge or forced to take a long
leap of faith and it can often mean
the difference between life and
death. The creature hovering above
Viadyn is probably one of the nasti-
est to deal with as he mercilessly fol-
lows the adventurer wherever he
travels.

. demo we ran back in November, it

' you are treated to a successful, yet

creeps higher and higher, constantly

ITHE VERDICT

Judging by the comments we
received regarding the coverdisk

looks as though there are many out

there who are eager to get to grips
with Lionheart and the good news
is you're not likely to be disappoint-
ed. This is, without a doubt, the
finest example of its kind, mainly
because it actually tries to introduce

Publisher: THALION
Dewveloper: In -hﬂ use

£25.99 Out Now

joystick

MEMORY
1Mb

DISKS
some degree of originality into the

gameplay rather than simply being
content to just bombard the gamer
with large sprawling levels and call-
ing it ‘a challenge’. That's not to say
that Lionheart isn't large - because
it is - or, indeed, a challenge as the
difficulty levels provide a level of
longevity the likes of which we
haven't seen before. The added
incentive to discover llene's remedy
is a welcome inclusion because if
you complete the game without it,

depressing end-of-game animation
as Vladyn, although triumphant,
realises that he has to face the rest
of his life without his true love
(ahhhh!). The variety of the game is
amazing - one minute you can be

IVERRILIL

with an amazingly orchestrated

soundtrack. On the downside, though (yes, there has to be
one), there really are truly frustratingly tough parts of the
game and I'd make sure your windows are double glazed
before you attempt the Ark level especially. Still, challenge
has never been a bad thing and you'll always be back for

swinging from vines, hacking at
monsters, the next leaping up a
giant tower as a bursting river

threatening you with instant death.
The music, too, is suitably dramatic,

more after you've calmed down. If you haven't gathered

| by now, Lionheart is a game which deserves pride of place

in anyone's collection. Buy it or be sad.

7 Things occasionally slow down when there's quite
a few sprites on-screen on the A600 but - you
guessed it - the A1200 handles everything with
ease so the game flows at a consistent (and zippy)
! rate at all times. Yippee!




i AEET ISR IO W ST Ry

P—

i o il

A

FREE

2
-y MYSTERY

BITMAP BROTHERS VOL1

DAEAM TEAM only £16.99

RAVING BAD only [18.98

only LILH Torminaor |, Sim pacem, WH F. Wasga twina, Fodland, Robocod
Npnaoh, Cadivel wad G pesdial i SRt
CHAMPMONS only £11.99 SOCCER MANLA only £11.99 POWER PACK il only T17.99
Junange Fhan S ouseh, e U slbed Footbsall Manages I, (arza's Soses. Footbal Prousiaon 11, B it Masbor, Wings,
and WE. Bacing Wansger araper - .G Ediion, Micsopeoss Socoer It Came From The Dadad
BIG BOK only C1540 TEST DAVE Il COLLECTION B0 BOX I only C10.99
Captain Rloesd, nmnmm only 20N Boach b e Fubwre 111, R-Typ, [Ks, Fioal
Tesnage Gussn, Bubble Pls, Puspls Saun Dirys Wuchs Cars, Calfomis Chalsngs Cibsomttambers, Dl of the Ewth, TV 5 ports Foothall
Hrpption Eqq. Jum ping Jasckacs, Bolio, Hoslugss E wopsas  halenga. Dusl S ups Can Shanghal, Asmakts 5nbad Bombootel
BOARD GENIUS BT 4 WHEEL DRANE anly E10.99 POWER PACK only £14.99
mumm::m Lotus Espel, Cobes GT4 Rally, Tean Suzul, Henon 2 TV 8§ posts Footall, Bloodeych ssd
T hisde: Wasier Dalective vl Fist wred Comba Rucer Lombard Flally
HOLLYWOOD COLLECTION fal ¥ ] RAINBOW COLLECTION only E13.89 COMBAT CLASSICS only E20.09
mumtwm Now Zealand Sloty, Bublbie Bobbe, FA5 Strikos Engle IL. 888 Aack Sk
Batman he Mo Flainbow [skiids and Toam 'fmsloss

WAX EXTRA. only £17.99
Tusricar Il 5T Duagen. WY ssd Night 5

NINA COLLECTION only 1168
0. Dragon, §hadow W wrion, 0. Ninj

BITMAP BROS VOL 2 only E1689
Mo I, o, Wagic Pocksts

SHOP

I

| AT

I 120a

MYDDLETON

| RoaAD

| WOOD GREEN
LOWDON

| o

I 081
BES 9172

SHOP PRICES
WAY VARY.

e e e

Lofus Turbo Chalenge Il .
Lotus Tusbo Challenge 1l .,
Lure of the Tem plress

§o3
L

1
?Eiigég

1]

Py GAME
WITH ORDERS SUPER HEROES oaly £17.99 AWARD WIMNERS OHLY £18.59 . 2 HOT 2 HANDLE only CilL#9
A OVER %0 Strkdar 1, Indiana Jones, Lust Hinga i Kick O 1, Pipemania, Space Acs Gkden Axa, Total Frecall S hadaw Wattiot,
' and Bpy Wi iad B ard Popeious 5 upat O Fcsid Ascing
STRATEGY MASTER only £21.98 SUPER FIGHTER MEGA MX
Cowatmen, Fopuinus, Hunbe jal % ] only L1
CREDIT CARD HOTLINE: & sanplarres 2180 and & pis of Excabibar Pifighie W.W.F., Final Fight Lianda, Agony and 01k
081889 9172 D T i gt o
5]
O Bt e, F1 ol Foan the Ganiiel, Pyo Feanis T
11&§Palmurs Hﬂﬂd bl "“”""“mﬁ“ﬂﬂﬂ“" Mmu:mn::f i mmc-m—nﬁ;
081 361 5730 SPOATS MASTERS ACTION PACK only £12.88 ACTION 5 ony £10.99
New So 24 HOUR FAX LINE o o e, Ak Mo, O i i | gy, Ghoabutul sl
Prib Tow Gal, ady 500, Advantags Teane s W, Hoslaged,

LOHDON N11 15L w1 “1 273’3 o Eusspmat Cham poaship 1962 and Colonada Euper ki wnd Hard Diting
TOP TITLES ANIGA TOP TTTLES AMIGA TOP TITLES AMIGA TOP TITLES AMIGA_TOP TITLES ERICATIONAL
‘ml" £30, Kinight Maare + Hint Bock ..., 1" H&:‘II!WE ADI English ;

Knight of the Sky ... The B Ecpana ... ﬂg‘ﬁﬂ
ADA Frenchl1-
ADA French
DA French
ADA Mathai1 -
ADA khaths 1
ADA Maths 1

it

§55822:7

i
H

1.5 DS DD discs

ondaring o coves P & P

Pinball Dreams I ............ E1698

Populous Il - The Challenge C11. Chase HQ

Populous Il + {1 Mag) ........ :
Confic |
Gmirlm i
B

1
i

REEBEERERRER
BEEEEEEEEEEE

B
B

... (B9

BORBIRRRIRE
EEE

Pinase add 50p per 10 discs when

Please make cheques and P.O.'s payableto Eagle Soffware. PEP is£1.00 per tem in the UK.
Qrders under £10 please add S0p per e, Europe: add £3.50 per item. Elsewhene add £4.50 per

ilem. New titles will be sent as redeasad and are subsect to manutacturers price reviews. EA0E
SPECIAL OFFER APPLIES ONLY IF QUOTED WHEN ORDERING.
Computer AMIGA Date
Title Price
Price
Price
Price
140 —— i
“Mot redeased at e of going o press

... EREE
. EE5E
£r.98
bt
. [RoE
... EREE
it
... A
. ETee
PR e e e e e
Address
Posicode: Tel:
Card No:
Exp Date Member No:
Access[ | Visa[ | Cheque[ ] P.O's[ ]

Frea Membership with First Ovder, No obligalion o re-order.



FUERIE . T R R N SR N R S

é
\,

R E V

your neighbourhood, who ya
gonna call? Well, you could try
giving Dan Aykroyd and his pals a
buzz, but if it's some serious ghost-
busting you're after, Professor Van
II Helsing's your man.
| The vampire-hunting hero of
Bram Stoker's classic Dracula has, if
the scenario of Ocean’s latest arcade

If there's something strange in

MONSTERS'_'

A —_ | A W ST

(<5 B0 5

E W

the Wolfman, Frankenstein and his
bride, the Mummy and the Creature
from the Black Lagoon. All six of the
hideous baddies have been banished
beyond the reach of man to a
nowhere-place where they can do
the mortal werld no harm. With the
aid of an ancient gem, the Blood-
star, the foul creatures are kept safe-
ly locked away in their own little uni-
verse. .

But not for long. While the Blood-

Stal foa b aenishad S on

for-

{9k =

NIVERSAL

As Dracula fever sweeps the nation, Ocean has signed
up not just the blood-sucking anti-hero, but him and
another five of his monstrous buddies! A-haunting we
will go, with Gary Whitta...

lair, recover the Bloodstar and, if you
will, re-banish them to ensure they
don't escape.

The perilous duty was handed
down on Van Helsing's death-bed to
his son, and from him to his - you,
Van Helsin's grandson Alex, the Indi-
ana Jones-lookalike bequeathed the
task of tackling the six ghouls one
more time,

Do you possess the bottle to ven-
ture into the creepy isometric-3D

homesteads of some of the creepi- |

characters ever

traps and pitfalls built
into the landscape. Spiked floor
tiles are the most common, but
equally deadly are the holes in
the floor that spew out flame
and eject spears at
unpredictable time - any
encounter with such a trap
leads to instant death, so a
combination of split-second
timing and pixel-perfect dexter-
ity is the order of the day. Use
that jump button wisely.

Each if the six Universal Monsters
has its own domain, and to exor-
cise him you'll need to find one
piece of the shattered Bloodstar
(there's one piece for each, by a
fortunate coincidence) and a spe-
cific object relevant to that charac-
ter - Dracula, for example, is seen
off by a crucifix, while a harpoon
destroys the Creature from the
Elack Lagoon. Objects are
obtained by searching the treasure
chests that litter the scrolling
rooms, 50 it's worth investigat-
ing every unattended bag or
package you can find.

UNIVERSAL

64

Since he can't carry weapons,
Alex Van Helsing has nothing
but his quick wits and reflexes
to defend himself from the
hordes of baddies that roam
aimlessly around each world.
Any contact with a baddy is
enargy-sapping, and since they
can't be killed your efforts are
best concentrated simply on
keeping out of their way.
However, since this generally
entails lots of pixel-perfect
leaping from platform to plat-
form, this often isn't quite as
easy as it sounds.
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An arcade adventure just wouldn't be an arcade adventure without
switches, and Universal Monsters has got ‘em in spades. Most walls
have a toggle device secreted somewhere, but their purpose isn't
revealed until you take the plunge and pull it. Generally they perform
useful functions, like unblocking barred doorways and changing the
direction of moving platforms to your advantage.

All six of the do-badders in Universal Monsters are, as the title
suggests, lifted from classic horror flicks from Universal 5tudios.

N Enjoying a fair bit of vogue popularity thanks to Frankie
Ford Coppola‘s cinematic outing, the Count lives in acreepy
] castle and can only be wiped out with the aid of a crucifix.

THT Old boltneck hangs out in the Dungeons and is impervious

| to everything... except a common household spanner. A few
turns with this on the bolts through his neck, and he's a
-] gonna.

Frankenstein's better half - if you can call it that. Use a mir-
ror to bump her off by showing her just how pig-ugly she

3 is. She's got a face only a mother could love - shame she
] hasn't got one.

. The first adversary you'll encounter, this half-man, half-

» beast villain is somewhere to be found in the creepy forest.
- J Once he's in your grasp, he's dispatched with... you guessed

o it a silver bullet.

Track this cool customer down in the Pyramids - but don't
forget to arm yourself witht the Ankh (Egyptian religious
type relic thing) first, because that's the only thing that’ll
work against him.

)

Eurgh. If you want to stand a chance against this gilled
goon, you'll need to get your hands on a harpoon.
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| Frankenstein's Monster or whoever is nearby. Once found, the evil-doer
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After escaping from
the nightmare of
the jungle, Conrad
finds himself in des-
perate need of a
few quid. As in life,
money isn't that
easy to come by and
the only way he can
top up his funds is
by settling down
and finding a job. If
only he knew where
the Job Center was.

.| Simon Byron tries desperately to avoid making references to the :
' Imagination hit of the same name as he journeys into the often L E
harsh world of Flashback

he hero of Flashback is
Conrad, a dashing young
scientist. Being an intelli- = |
gent type of bloke he's ,
very interested in the molecular N
i compound of us homo sapiens so he
{ : invents a pair of special glasses
through which the molecular den-
sity of anyone in his sight can be i
measured. To his horror he discov- I L i
" ers that there are several beings :
who aren't exactly ‘human’ wan-
H dering about the place in disguise.
The powers that be don't take too
kindly to our hero's inguiries and

W

decide to kidnap clever Connie and
wipe his brain of all the sensitive \ el B ; 2
info he has gleaned from these { g ; i

1

FLASHBACK

———
D TR T g B FE TR
=,

=}

monly known as the ‘head’, knock-
ing himself unconscious, the clot.
This is where the real adventure
begins.

similarities between this game and
Terminator, The Running Man and,
more noticeably, Total Recall. With
its film like atmosphere and driving

er World was completed by many
within a week, the current estimate
is that Flashback will take the aver-
age player over six weeks to finish,

In true Another World fashion,
Flashback contains over seventy five
cutaway scenes which depict impor-
tant events in true cinematic style.
These animations (which are often
accompanied by a soundtrack) can
vary from collecting objects to
longer sequences such as flashbacks
(hence the name, see) which gradu-
ally piece together your shattered
memory. Delphine obviously think
that some of you won't appreciate
their hard graft and have included
the option to skip through these if
you become bored but most gamers
will welcome the chance to relax for
a while.

4 unusual shades. . P

3 Because he's so hard, Conrad _' ; x P
soon manages to escape from the - » : Eay E
clutches of his captors and takes off :
on a flying hoverbike but, unfortu- . -
nately, our leather jacket-wearing This is typical of the crafty traps set by the Flashback foes. Conrad needs to
hardman is spotted and a group of leave the screen to the right but the tweo hooded geezers *.'a“:‘.‘“h':r }:n:_-:'a"signd

1 i i ap. in this situati
i et ?DldlEfS satoft aﬂfer . ey 5:::f.:uﬂf::i::l:::l:;m:?eg.;:':u:x :I::::::;?:: :-Izrke on the right as
B as he might, Conners can’t shake off you land. The chap on the left shouldn't be too much of a problem after that. v
" these potentially death-inducing

blokes and is shot down over a vast
forest where he foolishly attempts It's obvious that the designers of soundtrack, this may well be the = =
to cushion his landing with the well Flashback are huge Big Amie fans as  closest we've come yet to actually
known soft spot of his body com- there are numerous references and ‘playing the movie'. Whereas Anoth- -
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:. : the sprawling metropolis. Citizens often hang
¢ ’ around and talking to them can often provoke
¢ ¥ some friendly responses.
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Lﬁbnvﬂws is where we leave Conrad for the
moment. Once passed this particular section he must
make his way to the underground station. From here,
Conrad must obtain a work permit, run a few errands
and generally avoid the attentions of the over-zealous
policemen. Easy, really!

MOVE THAT BODY!

Conrad is one of the most versatile
heroes ever to make his way onto
floppy disk. Forget that jumped up
idiot out of Prince of Persia, this is a
real tough cookie and no mistake.
Let's take a look at what he can get

@

Perhaps one of the
most overlooked tal-
ents of Conrad is his
ability to climb
down from
platforms for a bit
of a gander before
he releases his grip.
This is useful for
checking out the dis-

tance he will fall as he’'s not hard enough to

Conrad's vice-like
grip is often called
for when asked to
perform dangerous
leaps. If the distance
between platforms
is too far then it's a
good idea to hold
the joystick up in-
flight so that young

It's often best to
adopt this position
when entering a
screen for the first
time. With his legs
apart and his gun
out, Conrad is ready
f&r any action. Not
only does this sound
a tad smutty (always

Another of Conrad’s

Ea ] g ' & survive more than a two-thirds-of-a-screen
. s (Below) Before Conrpd Bas a chance to ( i drop.
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Lo | | able but this one is initially
L e e - i broken. If you're electrically
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| L T BEE to locate the problem.
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The start of the level shouldn't pre- B L should deal out a large dose of death.
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only a few well-judged leaps to be e 4
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executed.

This sereen may look out of the way but you

need to visit it before you can continue your
adventure. The monster must be taken out as
he possess an object essential to our cause.

N

(Left) The console (ugh!) style object to the left of our exhaust-
ed hero is an electricity generator which enables you to top up
your shield if you so wish and these opportunities should be
seized straight away as they don’t pop up very often. Every hit
you take depletes your shield by one and should you run out
then it's game over for you, my boy.

{Above) This two-screen area kept me occupied for a few min-
utes. After being dropped off by the taxi, Conrad needs to
perform a few jumps before he can enter the Paradise Club,
as the locked door means normal entry is impossible.

underused talents,
this leap enables
him to grap hold of
a ledge which can-
not be reached by a
straightforward
jump up. This action
is performed auto-
matically - all you

need to do is keep your finger on the fire-
button when Conrad is running.

In true Professionals
style, Conners can
focl everyone by
doing his impression
of a well-known,
over-hyped hedge-
hog. This manoeuvre
is handy for surpris-
ing enemies who are
currently off-screen;

simply move to the edge of the screen,
adopt the position shown, and roll, baby
roll. The enemy will be so surprised you'll
be able to empty their brains onto the floor
before they even know you're there.
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Although Conrad is super fit and all
that, even he needs mechanical aids
to help him on his way. These lifts
are dotted all over the show and can
be operated by pressing fire and
moving the joystick up or down. You
cannot jump off elevators whilst
they're moving but it is possible to
draw and fire your gun.

These little robots only spring to life
when you are on their level and are
fairly sasy to deal with if you can
keep your distance from them. Let
them come too close, however, and
an electrified arm will spring from
their dome-like head which is
extremely energy draining. Once
these ‘bots have been shot, it's best
to roll away from the immediate
vicinity as they disappear in a dan-
gerous explosion.

KILLING MACHINES

Apart from the fifteen helpful
characters who assist Conrad in
his adventure, the chances are
you're more likely to bump into a
few of the malicious meanies
shown below who are intent on
dealing out death.

Obviously T1000 influenced, these hard blokes
can change from flesh and blood to a particle
of glowing stuff at will. They tend not to stay
still for too long so it's always best to keep on
the move when faced by any of these.

These spherical death machines are a right pain
in the neck, literally. They hover around at head

height, following your every move, until they are
in close proximity to you. They then emit an elec-
trical charge which sends shocks through your

s

bod and makes your hair stand on end.

These guards can take to the skies whenever the
feel like it, making them extremely formidable
foes. Each of them carries a super-hard gun and
they can often erect their own shields to deflect
your blasts. It's really tough to deal with two are
on either side of you.

Commonly found on the earlier levels, these
primitive hooded monsters are relatively easy to
deal with. They only shoot on sight and tend not
to keep their eyes peeled so you can usually
sneak right up to them before releasing a fatal
blast.

{Left) During his travels Conrad often stumbles
across a few modes of transport which he can hop on
and off of at will. This taxi appears quite late in the
game and is handy for legging it away from the
hoardes of guards on the screen to the left. Simply
pressing the switch sends a call to the futuristic cab-
bie and within moments he'll be on-screen, waiting
for your fare.



Another feature which has
made the jump from Another
World to Flashback is the
shield. This protective green
light can be erected at the tap
of a button and is strong
enough to repel even the most
ferocious blast. Unfortunately
these barriers tend not to last
for more than about a second
so placing them at the right
moment often means the dif-
ference between life and life
with a bit less energy.
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(Above) The thing sensibly
marked 'save’ actually stores
the contents of the inventory,
your shield value and the gen-
eral state of play into memory
(rather than onto disk) so you
can continue from this point if
you make a mistake.

{Right) The inventory is conve-
nient for storing all the useful
objects that you come across. It
can be called up at any time
and also doubles as a handy
pause mode. Brilliant!
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Even though it's only March and
there's over two-thirds of the year
left, | can honestly state that
Flashback is the éame of the year.
It's certainly one of the best looking
arcade adventures on the scene,
with wonderfully colourful static
backdrops and cinematic animation
sequences, but it's the fluid anima-

tion of the characters that really
steals the show. As you know, tasty
graphics don't necessarily make for
a groovy game (you only need to
look at the Readysoft games for

confirmation of this) so you'll be
pleased to know that Flashback
plays as well as it looks. Even
though there's plenty of blasting to
be done, the game is much more
adventure based than Another
World, with loads of tasks to be
performed and objects to be found.
Unlike, say, Gods, where the puzzle
aspect mainly boils down to moving
a few obscure switches in the hope
that something useful will happen,
Flashback is much more structured
so you usually know exactly what
you're meant to be doing. However,
it's the fighting sequences that real-
ly make Flashback special; stealth-
fully creeping though the

mysterious locations is incredibly
atmospheric. It requires nifty think-
ing and lightening fast reactions to
survive the various enemy
onslaughts with any energy left.
The control system can occasionally become a little confus-
ing in the heat of the battle (especially with a one-button
joystick) and sometimes it's easier to alternate between
the joystick and keyboard or use a joypad for a greater
degree of accuracy but, on the whole, Conrad can usually
be moved around with ease and after a while the moves
will soon become second nature. Weighing in at
approximately six times larger than Another World,
Flashback is certainly going to take some beating but,
believe me, it will be an experience you aren't likely to for-
get in a hurry.

e
= Flashback is fully A1200 compatible and no enhanced versions
== of the game are planned.




WALKER

You what? Operation Wolf meets Lemmings? Why is it that David
Upchurch always gets to review the really weird games?

Walker consists of eight levels spread over four time
zones, each with their own look and unigque attack
waves, The game starts in the era of the Second World
War where the enemy, with their unsophisticated
weapons and artillery, are little match for the Walker.
However, things soon hot up and here, in this Termi-
nator-inspired future battlefield, it can get very tricky
keeping your Walker alive for longer than a few sec-
onds.

Tragic, isn't it? You tried your damndest not to let the
b*stards grind you down but sure enough they did.
Walker's not a game for the faint-hearted and will test
even the best shoot-"em-up player’s talents, Fortunate-
ly, each level has multiple restart points from which you
can begin again when you lose a life, preventing too
~uch frustration setting in. These restart points also

‘e the side effect of topping up your shield energy

when you walk past them, which is rather nice.

much to tell, to be honest. It's a contrived piece of guff about a lone

fighter being sent on a woyage through time to prevent the destruc-
tion of the cosmos. Well, something like that anyway. What it all boils down
to is one of the flimsiest excuses for an out-and-out gorefest yet.
In terms of gameplay Walker is the most basic blaster I've seen in many a
year. Your task is simple - to kill the enemy before they kill you. There
are no missiles, lasers, multiples or any other kind of power-up to col-
lect. All that stands between you and annihilation are your superla-
tive shoot-"em-up skills.

However, despite this apparent simplicity Walker has a
number of features that make it a bit dif-
ferent to your typical shoot-"em-up,
namely a unigue mouse'keyboard
control method, some amazing-
ly animated sprites and some
unusual end-of-level meanies
{which are Walker's only con-
cession to the 90s). As to
whether it's got an excep-
tionally good review, well,
that's for you to find out in
a few moments...

D o you really want me to go into Walker's plot? There really isn‘t

One of Walker's more unusual aspects is its control
method. The player moves the Walker left and right
using the keyboard's arrow keys, and targets the enemy
with a mouse-guided crosshair. As the crosshair glides
across the screen the Walker's head swivels sexily
to follow its movement. A tap of the left mouse
button activates the twin front-mounted

cannons, while holding down the right locks .,
the sights onto an enemy unit.
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Gun Termp Hi

Walker's end-of-level baddies are impressive and have rather more imagi-
native ways of attacking you than most. Here, for example, the player's fac-
ing off against a massive crane which has several weak spots that have to
be destroyed before it’ll give up the ghost. To make matters worse, rocket
launchers trundle along the ground, and these too have to be dealt with.
Thing is, when destroyed, the launchers leave behind wreckage, which the
crane gperator will pick up and try to drop on the Walker's head. How very
nice of him.
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ShieldCritical

The enemy attack in all manner of ways, some on foot, some in armoured
vehicles and some by air. Typically the bigger the unit the heftier the punch
it packs and the more shots it takes to destroy. However, don't underesti-
mate the ground troops as they're large in number and, if ignored, will whit-
tle down your energy in no time. Stay calm, though - it's all too easy to go
‘gun crazy’ when faced with hordes of the little devils, causing your cannons
to overheat and become inoperative for vital seconds. And in a game as
busy as this is, that's not a good thing.

If you see this large red target appearing on the ground below you then get
out of the way quickly, for it signals the imminent start of a massive carpet
bombing by unseen bomber (inset) which remains safely out of range of
your guns beyond the top of the screen. It's little surprises like this that
keep you on your toes and make Walker all the more fun to play.

' THE VERDICT
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I'm sorry but | just don't like the
look of the main sprite. With its
silly claw-toed feet and beaky
head it looks more like a

mechanical chicken than a puslisher: PSYGNOSIS

vicious killing machine. It simply PR AR T

isn't threatening enough. If | £35.99 Late March
was some battle-scarred war .
veteran and | saw the ludicrous
RoboCock stomping down the
street towards me I'd probably
be splitting my sides rather than
wetting my pants. That minor
(and totally personal) grumble
out of the way, | have to admit
that Walker is pretty good stuff
and it's certainly the slickest
shoot-"em-up the Amiga's seen
for a long time. The animation is
excellent throughout, but then
you'd expect nothing less from
the people who created

MEMORY DISKS
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Lemmings, although you
couldn’t get a game more differ-
ent in terms of style. Immoral it
may be, but pumping those tiny
geezers full of lead and seeing
them cartwheel into the air

spraying blood is incredibly IVERALL
entertaining... for a while. i
Walker is really nothing more ' 8 § &
than a twist on those old ‘shoot- i o
ing gallery' coin-ops like 5, ' o &
Operation Wolf and Line Of Fire

and as such shares their fundamental weakness, i.e.
for all its short-term appeal endlessly zapping things
does get boring. But while Walker's unlikely to get
you glued to your screen for more than a couple of
weeks after you've first bought it you're still likely to
find yourself returning to it from time to time when
you feel the stress-relieving need for a bit of casual
killing.

F==1 The A1200°s power makes for a slightly faster, slightly
—.J smoother and slightly more enjoyable game, but not enough

-

B! to make any significant change to the Overall rating.
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Clyde is a cutesy, furry type of creature who packs a much bigger punch
than his fluffy appearance would suggest. He can gob out pink laser blobs
at his equally-cuddly assailants or, if needs must, wait a few seconds and
belch a searing flame of baddy-blistering energy. He can, of course, also
jump (although it's only a little hop, not an Olympian leap) - an action
which is not always easily accomplished correctly, given the devious layout

of many of the platforms.
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The Creatures landscape moves only
from left to right (it's not a fixed
scroll - Clyde ‘pushes it* forward as
he progresses), so once an area of a
level has scrolled out of sight, it
can't be returned to, so make sure
you don't cut off any paths to the
furry cash creatures. A scrolling map
appears after Clyde loses a life
(which occurs after two successive
contacts with baddies, incidentally)
to show the player's progress thus
far, and it also gives you a rough
idea of what sort of terrain lies
ahead.

T et i W

Amusing puzzle-based interludes break up the action after every two stages
in the form of ‘torture screens’, Here, one of Clyde's buddies has been
rigged up to some terrible and complicated piece of mechanical death
machinery and it's up to Clyde to figure out a way of stopping the machine
before his pal meets his maker. Clyde has only his usual skills and weapons
available, and the answer is not always as straightforward as it seems - but
with less than a minute to solve the puzzle, you'd better work fast.

Clyde Radcliff Exterminates All The Unfriendly Repulsive Earth-
Ridden Slime? Sounds like a job for Gary Whitta...

he first release from former
TComdenre 64 specialists Tha-

lamus in what seems like yonks
(we can't even remember what the
last product was - wasn't it Armalyte
or something like that?) comes in
the form of a conversion of one of
the company's all-time most suc-
cessful 8-bit titles. Creatures (or
Clyde Radcliff Exterminates All The
Unfriendly Repulsive Earth-Ridden
Slime for long) isn't altogether easy
to describe - it's sort of a cross
between a platform game like Fire &
lee and a shoot-"em-up like R-Type.
The idea is that'in each of the six
stages, Clyde must travel from the
start point on the far left to the shop
at the end (the game scrolls from left
to right only), leaping on platforms
and blowing up baddies with pink

spittle for fun and profit along the
way.

The storyline that attempts to jus-
tify all this malarkey is worth men-
tioning if only for its unprecedented
level of absurdity. The manual would
have you believe that a race of
super-cute aliens called the Fuzzy
Wuzzies crashlanded their spaceship
on a remote Pacific island while
escaping from the planet Blot (are
you getting all this?), much to the
annoyance of the evil demons who
already live there. The demons round
up the Fuzzy Wuzzies and march
them off to various torture cham-
bers, leaving only the heroic Clyde
Radcliff, who was accidentally over-
looked by the demons, to take off
and free his buddies. Or something
like that, anyway.
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Getting from one end of the land-
scape to the other while avoiding
and bashing the various enemies is
only half the story - if Clyde wants
any real chance of freeing his cap-
tured chums, he needs to buy extra
weoapons to help him deal with the
badder baddies that await on later
levels. Unfortunately, the shops at
the end of each stage only accept
little furry creatures in exchange for
the weapon potions they vend, so
Clyde must keep a loockout for cer-
tain kinds of creatures and collect
them whenever they turn up.

T
=" L
L]




o R RS YL e P TR T M——"y »

R EVIEWSE

| THE VERDICT

Hmmm, this is a tricky one. On
paper, Creatures has plenty to rec-

I HOPE THERE IS
SOMETHIHG HERE ommend it. For a start, it's fairly

THAT TAKES YOUR *

FAHGY, original (how many other cutesy
shoot-"em-ups with platform bits publisher: Thalanus
can you name?), looks really nice Developer:WJS Design
and, initially at least, it's got all the

£25.99 Out Now
elements that make a game addic-

joystich
tive in that “just one more go” kind e |
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of way. Unfortunately, however,

the game doesn't stand up to con-
5o, you've completed a stage and now it's onto the shop where you're :

served by a lady who'd probably be quite attractive if she wasn't so badly tinued play. It's very short at only
drawn. Fireballs, flamethrowers, bending and bouncing bullets and other -
weapons are all available along with hints and information - but only if six stages, but at the same time it's

you've got enough cuddly creatures in your possession to cover the cost.
Once back in the game, weapons can be selected via a special pull-down

e how you could come away feeling

' ; satisfied. Either you'll become frus-
trated with the pixel-perfect preci-
sion jumping required and consign

574
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very difficult, so it's hard to imagine

it inside a week and... well, consign
it to the back of the shelf. Either _

N

PLAYAD

way, you're unlikely to get a great &

deal of fun out of Creatures for the &

time you persevere with it. Unlike

most shoot-"em-ups and platform-
ers, Creatures is just too sluggish : oo £
and cramped for there to be any b
feeling of freedom or frenetic fun.
It's nice that you can play at your
own pace and the sedate feel may
appeal to those of a nervous dispo-
sition, but | reckon that the majori-
ty of Amiga gamers would be likely
to find this far too restrictive to
Like many furry creatures, Clyde doesn't react well to water, so it's advis- really lose themselves in. Graphically it's impressive, with a

able to only tackle liquid terrain inside some kind of craft. Thankfully,
leaves do the job nicely, and there's always one moored by the bank wait- ’tyh all of its own, the music’s adeq“'“" even if it does

ing for Clyde to commandeer. Unfortunately Clyde can’t fire while standing
on his ‘vessel’, so he has to jump up if he wants to take on any enemies - “gln to grate after a while, and the torture screens are a

just make sure you land on the leaf when you come back down. welcome Pll-“: but more of these would have been ﬂPPfF-ﬂ'

ated - are three non-scrolling screens, each revolving
around a simple puzzle, really enough to shout about as a
major feature in a full-price game? Creatures may have cut
the mustard on the Commodore 64, but I'm afraid that in
1993, Amiga owners expect a little more return on their
£26 investment than this. Perfect budget fodder.

AN ALY IR)D

1 Creatures is fully-compatible with the A1200, but barring some
| slightly quicker disk-accessing the improvements are not
noticeable. It's not known whether an A1200-specific version is
4 planned, but it's unlikely we'd guess.
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CRYSTAL
KINGDOM
DIZZY

It's Dizzy, but this time

David Upchurch's head is
spinning, not Vic Reeve’s.
Will Codemasters ever let

nce again the Yolkfolk are in
o danger. Three sacred trea-

sures have been stolen from
the Temple of Zeffar in the Crystal
Kingdom which, so legend foretells,
will mean big trub for the eggy ones.
Already dark storm clouds are gath-
ering over the Yolkfolk village, the
electric generator has broken down
and, perhaps most worrying of all,
Grand Dizzy has lost his spectacles,
so things must be getting pretty bad.
Only Dizzy stands between the Yolk-
folk and oblivion. Can he save them?

sdssandnwns |

In the fourth and final part of the
game, Dizzy has to race against the
clock to find a jewel in a maze. This
slight innovation in the standard for-
mula is welcome, but it's a shame
it's so darned easy. The three minute
deadline is very forgiving and there’'s
no real sense of tension at all.

Crystal Kingdom Dizzy is split into
four parts, each smaller than the
typical Dizzy game but together
making for a much larger-than-nor-
mal adventure. The Game Genie
will give you passcodes at the end
of each stage which can then be
used to skip levels. However, this
doesn’t happen automatically - you
have to persuade him to give them
to you first.

Crystal Kingdom Dizzy is the sev-
enth of the yolky hero’s most egg-
shell-ent adventures (hard to believe,
isn't it?). The gameplay is pretty
much what you'd expect it to be if
you've ever played a Dizzy game
before - walk and jump around the
flick-screen landscape, collecting
items and using them where need-
ed to progress further. It's simple
stuff, but what exactly makes it
worth an extra ten of your hard-
earned quids over the normal bud-
get price? We shall see...

For an egg, Dizzy is remarkably
tough and can fall any distance
without a scratch, which makes the
frequent need for pixel-perfect
jumping plain boring. Dizzy's only
major threat is water (bad memo-
ries of being hard boiled, perhaps?)
and one drop kills him instantly.

The meat of the
game is simple
puzzle solving.
Dizzy can carry

up to three
objects around
with him and by

e i g T e e i

You'd be hard pressed to distinguish
Crystal Kingdom Dizzy from the
other games in the series. Despite a
few flash between-level screens,
CKD looks and plays just like the
rest. But hey! If the kids loved it
before then they’ll love it again,
right? Well... No, I'd say. At budget
prize the Dizzy games are enjoyable
little value-for-money jaunts. For a
penny short of twenty quid, howev-
er, | expect a bit more from my soft-
ware. True, CKD is bigger yer typical
Dizzy tale, but because it's broken
down into four small, self-contained
‘episodes’ it's a lot easier to solve.
The box boasts of ‘more’ character
interaction but anyone expecting

Lucasfilm-style Q&A sessions will be

disappointed - when the Codies say m

‘more’ all they mean is that the
characters Dizzy meets spout on a
lot longer than they usually do. The
action-packed box cover - showing
an Indy-like Dizzy swinging on a
vine and cracking a whip - promises
so much, but the game itself deliv-
ers little more than reheated scram-
bled egg left-overs. And frankly, I'm
getting sick of ‘em...

i You have to fiddie with the start-
up controls before you load but
otherwise Dizzy runs with no
problems... and no differences.

'-'; h Torch.

dropping them
in the right place
or giving them to
the right charac-
ters he can gain
further objects
or access to oth-
erwise-forbidden
areas. This is
none-too-taxing
but quite enjoy-
able, although
the endless ferry-
ing of items from
place to place
can get a touch
dull.
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FLippers.

Hothing.

Developer: In-house

Publishier:
Codemasters

£19.99 Out Now
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LEMIN652!
g, The Jribes

So just how do you
follow one of the

T
|
S

greatest computer games
of all time? David
Upchurch finds out as 2's
tribes go to war...

tle concerned about being the one

{or should that be The One?) to
review Lemmings 2. After all, this
isn‘t any old sequel, you know. Oh
no. This is the sequel not just to one
of the most successful computer
games of all time but probably THE
most successful. And, apparently, if
you look up the word 'Classic’ in the
Oxford English Dictionary (Concise
Edition) it's got just a one-word def-
inition: Lemmings.

So you see, the launch of Lem-
mings 2 is something of an ‘event’.
Not quite, perhaps, on par with the
discovery of America or the first man
on the Moon but still, for the soft-
ware world at least, this is A Big
Thing. And it's little old me who's
got the responsibility of telling all
you devoted readers whether it's
good or (gulp) bad.

But | really shouldn't have worried
so. Lemmings 2, as it ‘appens, is a
corker and no mistake. And this time
around we even have a plot, such as
such it is, to enjoy. Apparently
there's this massive disc-shaped
island which is home to all the lov-
able little Lemmings. The Lemmings
all live in tribes, twelve of ‘'em to be
precise, each residing in its own
‘segment’ of the island. But now

their island is in danger of
destruction and the Lemmings

I Il admit that | was more than a lit-

must build an Ark to take them to a
new home. And the only way to
power the Ark is with a magic Talis-
man.

Unfortunately, however, the Tal-
isman is broken. Many years ago it
was shattered into twelve shards
and a piece given to each tribe for
safe-keeping as protection against
possible misuse of its great powers.
so now the tribes must all make a
great pilgrimage to the centre of the
island where the Ark is being built
and reform the Talisman so that
their journey to safety can begin.

{Above) Each tribe starts its trek with
an alloted number of tribesLems. The
aim is - as before - to guide them
safely through the trials and tribula-
tions of the current level and onto
the next. Unlike the original
Lemmings there's no ‘survival target’
to aim for - as long as at least one
makes it to the exit the level is com-
piete. However, on the next level
you'll enly start off with as many
Lemmings as you saved which can
make things tricky, even impaossible.

There are ten levels of arcade
puzzling to negotiate before it reach-
es the Ark which makes, as the more
mathematically-inclined amongst you
will have already deduced, 120 levels
in total. These have to be tackled in
order, although once completed you
can go back and try them again
whenever you want in the hope of
obtaining a better success rate.



The game's plot is told to the player in a sweet little intro animation,

which featores an aged wiselem

telling thesstary of the island and its

troubles to a curly=haired baby Lemming (who | can't help thinking

bears a striking resemblance to the young
Oh sorry, that was Rodland wasn't it?

it'll make you puke.

(Below) Death can come to a
Lemming in manner ways. The most
common is falling too far, although
walking or dropping off the edge of
the screen is not far behind. A
Lemming is lost even if it goes off
the top of the screen, so take care
when waving your fan at a flight of
bewinged Lemmings.

Michael Jackson). It'sS0 cute

(Below) One of the many new fea-
tures to be found on the landscapes
is the cannon. Any Lemming coming
across one will set it alight, climb in
and be shot out into the air and
{hopefully) onte an otherwise out-of-
reach platform. The arrows below
the cannen cab be used to move it to
a convenient position.

R E V E W

The most radical new skill that the Lemmings
have developed is the ability to fly, some using
angel wings, some on magic carpets and some,
like this one, by turning into SuperLem! Once
selected, SuperLem will take to the air and fly
towards your mouse pointer, a fact which you
can use to make him perform all sorts of aerial
stunts.

(Below) Because you can chop and change
between the tribes at will and complete the
game in whatever way you fancy, there isn't,
unsurprisingly, a password feature. However,
you ean Save games to floppy, so don’t worry
that you've got to complete the game in one
massive all-night sitting.

{Below) Once a level is completed you're given a Bronze, Silver or Gold
medal according to how well you've performed. Get a measly one Lemming
to the exit and you'll receive an unimpressive Bronze but save them all and
you'll get the elusive Gold. The incentive to do well in Lemmings 2 comes
from the fact that you can only finish the game properly if you've been

awarded Gold medals on every level. If that sounds harsh, well, you're right,

it is, but don't forget that you can always retry levels you did badly at.

(Left) These slowly-
swinging chains are
a right laugh. If a
Lemming falls or is
pushed into one
then it'll cling on for
dear life. By clicking
on the tap-handle
thingy at the top of
the chain with the
fan you can make
the chain swing back
and forth more wild-
ly. if you then hit
the chain's brake the
poor little Lemmings
will be thrown off to
who knows where.
Ha ha!
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THE WONDERFUL
WORLD OF LEMMINGS

This, then, is the island where the Lemmings live. By
some strange geographical process it's split into twelve
‘segments’, each of which is home to one of the tribes
and has its own peculiar landscape features and theme
tune.

Lemmings fans
willl be instantly
at home with i
Lemmings 2's con-
trol system - it's
practically identi-

e LS 9

} cal. Probably the |41, ‘_'.}
biggest difference nEEr .
'j comes from the 77'/— ; )}"
5 fact that the level i ot
E; Maps can now L _J_"_..
i It 1 extend up and % Fr
1 - down as well as r; PR
i '.'E ) left to right, with lr_,_ 71
i the player able to 1 L i
(NN ] scroll the game
window around at Blockers, which were so handy for stopping the trou-
s | will by dragging mummn blesome rodents from walking all over the shop in the

the mouse pointer
to the edge of

h Lemmings can be made to play a musical instrument,
the screen.

E mmmn whereupon any Lemmings within sarshot will stop

in
i thi f the past. Instead some
inmaun il first game, are now a thing o [+
= nmmn ll whatever they're doing and have a boogie.
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The Lemmings are now armed with a whole
arsenal of weapons, including arrows, spears
and grappling hooks. The way they work is
simple: you give a Lemming the weapon, then
move the mouse pointer to where you want
him (her? It?) to fire and click.

One of Lemmings 2's major innovations is the
fan icon. Selecting this turns your mouse point-
er into, well, a fan and by holding down the
mouse button you can rev it up. You can then
use it to blow air-borne Lemmings around the
screen and also to speed up the swinging
chains.

Provided in the game is a handy Practice
option. You get to choose whichever set of
eight Lemmings you want from the 50+ in the
game and are then allowed to roam free in one
of four ‘playgrounds’. There's no exit door,
time limit to worry about or limit to the num-
ber of times you can use each skill, leaving you
free to try out the Lemmings’ new abilities at
your leisure. It's a good place for beginners to
start, although you'll soon be eager to try a
‘real” level.

Well let's put it this way, | wouldn't have liked to try

it. Write a sequel to Lemmings, that is. How do you
create a game that is clearly a progression on the
first Lemmings without losing the appeal that made
it so successful? And with a' game as beautifully sim-
ple in concept as Lemmings that's not easy. So all
the more credit to DMA Design for just about pulling

it off. Lemmings 2 isn't quite the milestone that the Wiourse
first game was (few sequels are) but it manages to MEMORY|  DISKS
: 512K 3

recapture the first game’s charm and humour while
adding features that alter the gameplay enough to
make it fresh without ruining it. The ‘new’
Lemmings are, with a couple of exceptions (notably
the ones able to fly) really nothing more than subtle
variations on those found in the original game, so
even though their massive range of new-found abili-
ties may sound a little daunting, players should soon
be comfortable with them after a couple of test runs
in the practice arenas. Of course, these multitalented
Lemmings have given the graphic artist the chance
to go to town on the animations, and each is
wonderfully depicted. The changes in the game's
structure are inspired too, giving the player a
focussed objective and a ‘point’ to the game that the
first one lacked. Without a doubt, Psygnosis and
DMA have another sure-fire winner on their hands
with Lemmings 2. Thing is, what on earth can they
do to improve the game for Lemmings 3?7 Hey guys,
don't look at me. | just write the damn reviews...
Absolutely the same game with no differences. Does

Lemmings 2 look like the sort of game that needs a
speed injection?

ﬂ
Publisher: PSyg@nosis
Developer: DMA
Design

£25.99 End March
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There are over fifty new skills
for you to learn how to use gy
in Lemmings 2, although on §
each level there are only a
maximum of eight available L
and you can only use them a
certain number of times. The
trick comes, of course, from
knowing when and where to
wse these limited resources
to open up a safe pathway
for the tribe to reach the
level's exit.
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This screen showing a map of the island is where
you select which tribe you want to play with. If
you're getting a bit fed up with your current
group of Lemmings then you can come back to
here at any time and try another. As the tribes
progress , the pieces of the Talisman slowly edge
towards the middle of the map until they finally
meet and the Ark can set sail.

.
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Welcome to a new addition to the Reviews section of The One. As the A1200
starts to take off, you'll be seeing more and more enhanced versions of
older games and, later, cut-down versions of games released first for the
Super Amiga. Updates is where you’ll find all such games reappraised.

»

Gremlin £25.99

Gary Whitta gets going with
Gremlin’s high-speed hero on the
new Super Amiga

o, here it is then. The first official game to
be specifically written with the new Amiga
1200's super-swish capabilities in mind.
Having wowed no small amount of bog-stan-
dard Amiga owners with its superSonic game-
play and brash, breezy aesthetics, Zool would
logically seem like the obvious choice for
upgrading onto the swankier machine - after
all, if a game that excels in the speed and colour
stakes isn’t well-suited to the A1200, what is?
Well, it sounds ideal of course, but unfortu-
nately Zool is unlikely to live up to the high
expectations of a proud new A1200 owner.
That's not to say that there are any weak points
or problems with the game itself - it's still the
same ultra-fast, super-frenetic and altogether
weird platform-fest that it ever was - but it real-
ly doesn’t offer as much in the way of whizz-
bang new technical trickery and graphical
effects as you might expect. Let's make no mis-
take here - the A1200 is a behemoth of a
machine, which poos on the AS00/600 series
from guite a considerable height in the techni-
cal stakes. 5o you'd expect equivalent enhance-
ments from this new dedicated version of Zool
- but what actually do you get?
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Well, the answer is not a great deal. Graphi-
cally everything is much the same, with the
most prominent new feature being a detailed
parallaxing layer of graphics in the background
that adds colour and general craziness to the
proceedings. There's no denying that it looks
impressive, but since it deesn't actually do very
much you get the impression that it's been put
there for the sake of it (well it has, hasn't it?},
and worse still, the rather garish designs in the
background can sometimes confuse the player
by seeming to meld with the foreground action.
It's not enough to put you off, but it is enough
to make you pine at times for the plainer, but
less confusing original version.

In addition to this, A1200 owners also catch
a glimpse of a quick bit of coin-op style intro
animation in which Zool leaps across the screen
in front of a multi-coloured backdrop that's
meant to give the impression of super speed.
And that, A1200-fans, is yer lot. The game itself
remains identical to the original, and I'm not
going through all that lot again, so you'll just
have to dig out your old copies of The One if
you still don't know what this Zool business is
all about.

Aside from the colourful backdrops and the
short intro anim, every other technical aspect
of the game remains the same, from disk access
to general speed of play. (although, of course,
there's no chance of the game ever getting too
busy and slowing down with the A1200 on the
job). Gremlin deserves credit for bringing out
something for A1200 users to get their teeth
inte, but | seriously doubt that anybody who
loads this into their new machine will immedi-
ately feel justified in their £400 purchase. It
looks like they'll just have to wait a little longer

- Tl 32

for a product that they can really shove down
the throats of their A500/600-owning comrades.

OVERALL: 84%
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SLEEPWALKER

Ocean £25.99

Reviewed on the standard Amiga just
last month, Simon Byron the luck-tastic
person who now gets to look at it on

the A1200
L]

'm sure these early "A1200 versions’ of
I games will be overly criticised because buy-
ers won't accept that they enhance their
games as much as they should. This is perhaps
unfair, as at least publishers aren’t just releas-
ing the same titles which are merely compat-
ible. In the short term, until the A1200-only
games arrive, it looks as if we aren't going to
witness quite the ultimate gaming experience
everyone is expecting.

Loading up the A1200 version of Sleep-
walker brings the familiar “It's Comic Relief or
summit” quip from a sampled Harry Enfield,
in much the same way as the standard ver-
sion. For anybody who's expecting a radical
revamp of the original game, things certainly
don't look too promising.

vou'd be hard pushed to notice anything
new or enhanced which either impresses or
axcites an A1200-owning gamer. The intro is
pretty much as before, with only a few addi-
tions which are noticeable. Apparently, and
you could be forgiven for not realising this,
there is a new carpet on the scene where Lee
leaps out of bed in the intro. Hardly using the
A1200 to its full, wouldn't you say?

Gameplay-wise there's nothing really new
to report. Everything is an almost carbon copy
of the ordinary version with the same levels

and the same sub-games all reappearing in
front of a slightly more colourful layer of par-

allax. There are a few more speech samples, -

most of which are bloody LennyHenry whaose
whole career seems to revolve around Comic
Relief these days. A few more vocals from
Harry Enfield wouldn't have gone
amiss.

s

e e
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To be honest, you'd be hard pushed to sug-
gest how else Ocean could have improved the
game. After all, sleepwalker A1200 contains
all the stonking gameplay features as before,
features which prompted Dave 1o award it an
impressive 84% last issue. The suitably frenetic
nature of the game and the clever pu zzles all
add up to a supremely playable experience
and the occasional added visual serves to
enhance the game's quality.

sleepwalker A1200 isn’t a game you'll be
impressing your mates with but it plays as
well as the standard version. Just because we
too much .
mean the g5
game should be
marked down 5O
sleepwalker is going
to be awarded the
same mark as the
AS00 version last
month. ‘Nuff said.

OVERALL: 84%

expect
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HERO
QUEST

GBH Gold £9.99

have a phobia about role-playing

games. | hate the bloady thi 50
far as I'm concerned, they're over-com-
plex, tedious and downright dull.
. Which is why it's such a strong testa-
ment to the quality of Gremlin's Hero
Quest to say that | like it lots - it's put
the much-maligned genre in a whale
new light for me. Having never seen
the game while it was out at full-price,
| approached it in this new budget

incarnation with a mixture of appre-
hension and contempt - but within
half an hour | was deeply ensconced in
battling with balrogs, collecting trea
sure and weapons and - yes! - even
rolling the dice. And all without hav
|nq to Im:IL once at the instructions?

S0 what s it all about then, eh?
Well, basically what this is is a down-
the-line adaptation of the popular MB
board game, with players (in the guis-
es of dwarves, barbarians, wizards and
the like) racing against each other to
complete a series of independent mis-
sions or quests, Escape the castle, res
cue the hostage, find the treasure, etc
In the meantime the computer plays
the part of the wizard who moves

Hudsun Hawk, on the surface, is a simple console- quently left our Ed's lips while we were
style platform romp with huge levels and a few  playtesting, which is unusual for the usually
sub-games chucked in for good measure but it'sa  jovial Dave.

game which has caused a rift between the team The redson for all the childish profanities
that could well be permanent. To say there’s mixed can be summed up in one word - inertia. The
opinion here in the office would be an under- computerised Bruce Willis is so well endowed
statement - |'ve never heard Dave swear so much. with the stuff that some declare the control
Phrases such as “unplayable” and “doo-doo” (bit method to be, er, uncontrollable. For begin-
of artistic licence with the last comment there) fre< ners it may be a little on the harsh side but if

you persevere it soon becomes almost
second nature and the tricky leaps
which are required later on in the game

can be tackled with relative ease. Dave
thinks it's too "fiddly" but that's
because he's not very good at it. If you can
master the inertia then there's a great deal
of fun to be had.

All of the meanies, from the greying
caretakers to the snap-happy tourists, are
humorously animated and each have their
own ways of zapping our balding star's
energy. The layouts of the levels are well
designed and varied with sensible time lim-
its which only rarely provoke a sense of
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around the baddy characters, orcs and
the like. Players roll the dice and take
turns to move and perform actions,
and the first to complete the quest is
given a reward in gold used to buy
potions, armour and weapons for the
next scenario
On paper it sounds deadly dull, but
in practice Hero Quest is a thousand
times more accessible and fun than
maost RPGs, like those daunting Eye of
the Beholder thingummies, and the
innovative isometric display
gives the proceedings a wel-
come arcade-style feel. It's
easy to see what's going on at
all times, the controls are
super-instinctive and there's a
decent soundtrack to boot.
My only gripe is that the thir-
teen quests may not take long
for a seasoned FRPer to com-
plete. But if you are, like | was,
an RPG sceptic or novice, buy this
immediately and be transformed -
you'd be hard pushed to find a better
value purchase this month. [GW]

OVERALL: 89%

urgency, the challenge lying mainly with well-timed
jumps and switch operating.

Overall, then, if you're quite proficient at plat-
form games then you should find this a challenging
and addictive game which will keep you entertained
for ages. Well worth eight of those quids. [SB]

OVERALL: 86%
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SMASH T.V.

The Hit Squad £7.99

It hasn‘t aged well, Smash T.V. When
it first appeared on full-price just over
a year ago we (as in the games review-
ing fraternity) raved on about what a
brilliant coin-op conversion it was but
now... I, for one, am not so sure

Smash T.V.'s scenario - about con-
testants battling it out for tacky prizes
in a futuristic TV gameshow - is but a
flimsy excuse for some wholesale
slaughter on a massive scale, This real-
ly is shoot-"em-up action at its most
basic, with the player's (or players’ -
there's a simultaneous two-player
option) task being simply to fend off
as many of the hundreds of goons,
drones and tanks that pour into the
game arena as possible. Prizes and
power-ups appear mysteriously on the
arena floor and can be collected, in an
equally mysterious manner, by walk-
ing over them. Once a sufficient num
ber of the baddies have been slain you
move on to the next, harder arena, cli-
maxing in an encounter with a lone
super-baddy. The usual stuff.

The trouble with Smash T.V. on the
Amiga is that, although it looks like

the coin-op, it doesn’t “feel’ like it. The
sampled sound is feeble, a mere shad-
ow of the meaty rumblings of the
arcade machine, and the baddies lack
solidity due to the lax collision detec-
tion - sometimes you can walk straight
through a pack of bad guys without
s0 much as a scratch, other times you
can't. Try your luck.

The eontral system is also problem-
atic. The arcade machine had two joy-
sticks per player, one for movement,
the other to control direction of fire.
Provided you have two ‘sticks (or four
and an adaptor if you want your mate
to play) then there's no problem. If
you haven't, however, then you've got
problems - with two ‘sticks you can
run away and blast the baddies at the
same time, with one you end up just
running away. Great. There are keys to
lock or reverse the fire direction, but in
a game this frantic there simply isn"t
time to fumble about on the key-
board.

For all its bad points, Smash T.\.
does offer sufficient thrills to make it
a worthwhile purchase. But if you
loved the coin-op - as | did - then
you're likely to come away feeling
more than a little disappointed. [DU]

OVERALL: 71%
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Touchdown £9.99

c-nrning from the talented stables of
the Assembly “Line, Pipemania
arrives complete with boastful pack-

aging which makes rash claims about J

Government Health Warnings and rub-
bish about how you may never sleep
again if you purchase this game. Obwi-
ously the respectable computer press
heaped praise on this game on its orig-
inal release but in these days of sophis-
ticated puzzlers it hasn't aged partic-
ularly well.

The idea is simple. Connect a series
of randomly-generated pipe sections
together to create a path for the ever
advancing flooz to flow through. If a
break in the network is encountered
by the slime then the level is over and,
providing the liquid has travelled as
far as specified by the on-screen
counter, it's on to the next. Simply
managing to contain the flow isn't
the most exciting objective ever con-
jured up and even if you do manage
to complete a screen there's often a
feeling of failure when the flooz final-
ly runs its course and overflows onto
the play area.

Fixed pipe sections are rapidly
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PIPEMANIA
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introduced which, coupled with the
ever stricter time limits, soon makes
your task incredibly manic and, to a cer-
tain extent, frustrating. Unlike, say,
Gem'X or Lemmings, Pipemania feels
too forced and the hectic nature of the
game is not pleasurable in the slight-
est. The levels are too samey for my lik-
ing which rapidly diminishes the urge
to continue, something that is very
important in a puzzle game.

It's hard to know how to rate Pipe-
mania. For some it might be the bee's
business but for others, including
myself, the frustration factor is just too
high to enable this game to retain its
classic status. [SB]

OVERALL: 63%
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W.W.F.
WRESTLE
MANIA

The Hit Squad £7.99

Or;nean seem to be desperately try-
ing, one way or another, to get
Wrestlemania into every home in
Britain. It's already appeared on two
(count 'em) compilations, and here it
is yet again at the ‘bargain’ price of
£7.99 (in Earth money). It has to be

said, however, that the only way I'd
ever consider this smelly doo-doo of a
game a bargain is if | was the one
receiving £7.99 and disk was refor-
matted for me. And to think that it
was the Chrimbo-before-last's Number

One hit... | don't know.

As you've probably already realised,
it's a wrestling game based on the
antics of the World Wrestling Federa-
tion's army of over-the-top bruisers.
The player gets to choose whether they
want to be either Hulk Hogan, the Ulti
mate Warrior or the British Bulldog and
compete against five increasingly-
tough opponents, including Mr Perfect,
the Mountie and Sergeant Slaughter

There's also a practice option,
where two players can fight
each other, but it's pretty fee-
ble as the second player is
restricted to playing Mr Per-
fect.

All the character selection
stuff is nice enough and the
graphics are big, beld and
colourful. However, it's only
when you start wrestling that
the game's weaknesses become appar
ent. There simply aren’t enough moves
available and those that are are difficult
to access. You seem to spend most of
your time frantically waggling the joy-
stick to get out of grapples, which isn't
my idea of fun nor yours, I'd hope,

Unless you're still obsessed with the
WWF phenomenon and need this to
go with your WWF bedspread, WWF
posters and WWF lunchbox then I'd
advise you to save your pennies until
Body Blows comes out. [DU]

OVERALL: 33%
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(1) In what issue (2) What mark did
of The One was
Indiana Jones and
the Last Crusade
reviewed?

(a) October 1992

Future Wars
score?

(a) 88%

(b) 89%

(b) November 1992

(¢) January 1993

(3) How many
Kixx (not XL!)
games are
reviewed in this
issue?

(a) 3
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BALL |
STRIRE &

CLERENS

The Hit Squad £7.99

hat is it that makes some sports

maore suitable for computer
game adaptation than others? Why do
we have plenty of exemplary Soccer,
Tennis and American Football games,
but fans of Boxing, Wrestling, Cricket
and many other sports are so poorly
catered for? It's a mystery to me, but
credit should go to Demark faor hav-
ing what is undeniably one of the best
cracks so far at converting one of the
trickiest sports of all - that over-inflat-
ed version of Rounders that the yanks
call Baseball. With its extrapolated and
often incomprehensible rulebook, you
need a degree in applied physics to
understand the real thing, let alone a
pixellated adaptation.

Forsaking most of the game's bor-
ing technical aspects and reams of
statistics, RBl opts for a simpler,
arcade-style approach - “the Kick Off
of Baseball” is how | remember it
being hyped at the time. Well, hard-
ly, but it's not half bad either. The
game uses two views - first from
behind the batter for the pitching and
hitting, then a larger scale scrolling
representation of the whole field
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when the batters are running and the
outfielders chase the ball. And so it
goes on, with each play interspersed
by cutaway shots of the jumbo-vision
scoreboard, with fancy graphics illus-
trating when a player is safe, has
struck out, committed a foul, etc.

Muost sports games stand or fall by
their control mode, and RBI deserves
credit for making a convoluted game
quick and easy to get into. Fielding,
running and pitching are all easy to
do, although the game does fall foul
of that age-old Baseball sim ailment -
it's far too difficult to hit the ball when
batting. Practice makes perfect, but it
can be annoying at times. Despite
that, RBI Two is a more than compe-
tent rendition of the sport - if pushed,
I'd say that Mindscape's TV Sports
Baseball is the better game, but then
this is £18 cheaper and for that rea-
son alone this is probably the better
bet unless you're seriously into the
sport. If you're not, RBI is unlikely to
canvert you, but it's a good laugh all
the same. [GW]

OVERALL:-73%
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PINBALL
MAGIC

Kixx £7.99

is is, apparently, an old Loriciel
game from way back in time when
men were men and boys etc. Unlike
the 21st Century pinball games (you
know, Dreams and Fantasies), Magic
consists of one table split into twelve
single-screen levels which must be
played and completed in order
before you can try your luck at the
latter layouts. To complete a screen
you must extinguish all the lettered
lights by rolling your ball across them
or knocking away a set number of
bricks. Successfully performing these
tasks opens a gate at the top of the
screen which the ball can pass
through to progress
'higher' up the table.
Unlike the the
exceptionally dire Soc-
cer Pinball, Magic’s ball
moves very realistically.
The table layouts are
acceptable but the ball
does tend to fall into
the points bonus traps
a touch too easily
which usually halts the
game for a few sec-

onds while the program makes a few
sonically-challenged clicking noises at
you before ejecting the ball at &
rather high velocity. Quick reactions
are definitely a necessity here as the
small screen size tends to leave a very
small margin of error and the ball can
often disappear out of play before
you have time to think.

Pinball Magic lacks the polish of its
two full-priced competitors. The pre-
sentation is minimal, the options are
fairly standard and the game itself is
only moderately playable. If you do
own either Pinball Dreams or Fan-
tasies then you'd be advised to steer
well clear of this as there really is no
comparison between them but if you
are new to pinball games and are too
tight to fork out for the proper ver-
sions then this may well tide you
over. [SB]

OVERALL: 63%

R.V.F. HONDA

Kixx £7.99

VF Honda is a bike-racing game

which falls down in one very seri-
ous area: the sound. Close your eyes
during play and you'd be forgiven for
thinking you were riding a lawnmaow-
er rather than some 50,000cc super
machine. You'd also be forgiven for
crashing, as it's not easy to negotiate
a hairpin bend at 200mph with your

eyes shut tight. It's a rather annoying
badly-tuned lawnmower at that and
s0 | can understand why my colleagues
in the games room were screaming at
me to “turn the bloody sound down®
(their words).

That failing aside, RVF Honda isn't
half bad. Its roots are in old arcade
games like Super Hang-On, with the
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player viewing the race from just
behind his bike. Onto this have been
grafted simulation-like aspects, such as
a proper gear system and a rev
counter, no doubt in the search for
elusive ‘depth’. Thing is, | can't help
feeling that the game would've been a
lot better without them. Gears are
always a bugger to get to grips with
and as there's no option to play on
‘automatic’ it takes a lot longer to get
into the game that | would like.

Once you do, however, the funm
starts. There are three championships
to compete in of escalating difficulty

RRLCE ORDEE
17LESEAEN

- Clubman, Mational and Internation-
al - and entry into the latter two is only
possibly when you've won at the lower
levels, so you've got a pretty good
challenge on your hands.

50 long as you don't mind the
rather steep learning curve, RVF Honda
is a fine game. Although it's looking a
touch dated in the 3D update stakes,
this is maore than acceptable as some-
thing to tide you over until you've
scraped together the cash for the
superb No Second Prize. [DU]

OVERALL: 72%

INTERNATIONAL
 TRUCK RACING

Zeppelin Platinum £7.99

Il, it's original, you've got to

give it that. After all, have you
ever seen a race game featuring artic-
ulated lorries before? No, thought not.
ITR is a top-viewed racer in the Super-
cars vein, with the player steering a 38-
tonne juggernaught through a series
of international circuits with the aim
being to reach top position in the Pre-
mier League and become the Ultimate
Truck Driver. A coveted prize, I'm sure
you'll agree,

Each race consists of two phases; a
gualifying lap to place yourself on the
starting grid and then the race proper.
There are six other artics to compete
against, and each will do its best to
ram and shunt you off the road. Tak-
ing too much damage makes the lorry
unfit to race and ends the game, but
repairs can be made (and the gas tank
refuelled) by driving through the pits.

If you get bored of playing alone
then you can always invite a friend
around for some two-player action,
although they'll probably hate you for

it. It's no very good, you see. In the
one-player game the scroll stays cen-
tred on the player (obviously) but in
the two-player game it follows the
leader of the two players. If a player
falls so far behind as to go off the edge
of the screen then they're pulled up
with the leaders, removing any real
incentive to try hard and do well,
ITR's not awful but it's no budget
gem either. The scrolling is jerky and
a little hard on the eyes, and the com-
puter-controlled competitors are a bit
on the thick side too - they tend to stay
bunched together in a pack, jostling
each other around, so that once you've
managed to manouevre past them it's
pretty much plain sailing to the che-
guered flag. If the two-player option
was a bit better it might've been more
worthy of your attention but as it
stands ITR will only appeal to those
who want to be a trucker when they
grow up. [DU]

OWVERALL: 63%
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CHEAPOS

THE FRENZIED BIT

Ohmigeod! | think my brain's about to explode with excitement! Why? It's those Ocean geezers
again. In another insane bout of genorisity they're giving five phenomenally lucky readers of The
One the chance to win a copy of every game released on The Hit Squad label this year! It's the
budget label they're already calling “the best” in some circles, especially those circles inside

Ocean's Manchester HQ.

And, boy, have they got some tasty zingers coming your way over the next year! Hot titles like The Addams Family, MiG-29, Parasol Stars,
Powermonger and PGA Tour Golf! Just think, come next January you could be the proud owner of all these and many more! Aaaiiese! Call
the medics! | think my brains are coming out through my ears...

THE CALM BIT

Having whipped you all up into a state of near-hyperventilation with the above we’d better take you down a few notches and explain,

clearly, concisely and frankly, exactly what it is you have to do te win.

It's not too difficult, actually. First find a postcard or sealed envelope and write your name and address on the back. Once you've done
that, use your skill and judgement to complete the following phrase in a witty and amusing way using twelve words or less:

| would gladly sell my granny for a new Hit Squad game because............

Now affix a stamp to the front of the postcard/envelope and send it to: The Not Very Funny Or Clever Or Hard Hit Squad Compo, THE ONE,
Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Entries must reach us by March 28th, and the five entries that we consider to be
the most entertaining will each win a Hit Squad 1993 collection. The usual competition rules apply.

VIDEOKID

GBH Gold £9.99
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\, but even at a budget price,
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Next! [GW]
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Kixx £7.99

WIV was originally released back in

‘91 to high critical praise and a big
pat on the back from the games-buy-
ing public. Commanding either a heli-
copter or a jeep, the idea is to stay alive
long enough to rid the terrain of as
many enemy alien craft as possible.
The vehicles these hostile creatures
control vary from simple choppers to
more nasty and evil battleships which
require some quite serious sessions
with Doctor Laser Gun before they
finally disappear and release valuable
pOWer-ups.

The non-stop action can become
extremely frantic as the number and
ferocity of the aliens increases to an
almost unimaginable level. Shooting

o aem—— g T

i s iinn, i i

certain aliens can occasionally reveal
some well-needed invulnerability bub-
bles and collecting two activates a
rather smart smart bomb, ridding the
screen of all alien ships.

This is all well and good but, as is
often the case with shoot-"em-ups, the
action can become a little repetitive
after a while as the landscape and
aliens tend not to differ visually. The
sprites lurch onto the screen with
sometimes jerky movements (imitating
the SEUCK games that SWIV has
spawned) and the whole display can
become confusing at times as the
aliens tend to merge into the back-
ground. After about ten minutes the
urge to carry on becomes fairly mini-
mal, partly due to the lack of tension-
generating in-game music. Explosions
and shooting sounds, meaty as they
are, soon grate on your inner ear,

Having not played this game for
about a year and a half, | was quite
looking forward to experiencing a real
blast from the past but SWIV turned
out to be not as excellent as I'd
remembered. Don't get me wrong, it
probably still is the best vertical shoot-
‘em-up available on the Amiga but,
let’s face it, there aren't any really seri-
ous contenders in this field. [SB]

OVERALL: 81%

POPULOUS & THE

PROMISED LANDS

The Hit Squad £7.99
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Pnpulaus wasn't just any 'god’
game, it was the first and by far
the best (well, the best until Populous
2 came out, anyway). And now you
can sample this tasty slice of comput-
er history at the even tastier budget
price of £7.99, plus you get The
Promised Lands data disk thrown in
too. Bargain!

Chances are you already know the
game but in case you've been locked
in a small, dark cell for the last three
years I'd better give you the ‘premise’,
You play a god, basically, in charge of
caring for a tribe of tiny chaps who
wander over a scrolling isometric-30
landscape. Using your divine powers
you can raise and lower the land to
make it level, thus allowing the tribes-
people to build houses, raise families
and so expand the tribe. And the
more people who worship you, the
more powerful you become.

But all is not sweetness and light.
There's a rival deity with his own tribe
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who also has dreams of power. And
so you must send your tribe to war
and use your divine powers to rain
death and destruction on the oppos-
ing tribe. Assuming you've built up
enough power you can cause all kinds
of havoc, from turning the enemy's
land into uninhabitable swamp to
erupting a giant volcano.

All this is controlled using an inno-
vative (at the time, at least) ‘click and
point' player interface which has
stood the test of time surprisingly
well, In fact, the game as a whole can
still hold its head high even when
compared with more recent ‘god’
games such as Mega-lo-mania and
Utopia. If you haven't already got
Populous then there's now no excuse
why you shouldn’t fill that gaping
void in your software collection pron-
to. [DU]

OVERALL: 89%

M
x o
m
>
i)
o
W




P R -

|
!
|
!

et g o

e e P

e
& F

B e e o e e o ——y
Ed a
Lyl SEH

ife’s a funny old game - you never
know what's waiting for you round
the next corner. Take, for example, the
maonthly tide of original budget releas-
es we receive - normally we groan at
the prospect of having to wade
through what, 99% of the time, is low-
quality kaka. But then a little gem
turns up, completely out of the blue
and we fall in love with it, Bliss,

Just such a game is Zeppelin's Car-
nage, which arrived unannounced
under plain brown wrapper this
maonth. Though it was slotted into the

Zepplin Platinum £7.99

2IMON

COHP 1 .0

hh, there's nothing like a good

of tennis. And a good game

of tennis is nothing like this sad bud-
get release. The instruction sheet
implies that International Tennis is
played to the full Lawn Tennis Associ-
ation rules but even | know that in a
game of doubles only the person who
is being served to is allowed to return
the ball. Maybe the programmers have
included everything else except this
rather trivial aspect of the game’s
rules but it errors like this do tend

CHEAPOS

CARNAGE Zeppelin Platinum £1.§§
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disk drive with little enthusiasm, with-
in a few minutes it had the whole The
One team crowded around the AGOO
in a frantic four-player game. A deriva-
tive of the Super Sprint/Super Cars
genre, where little motors whizz round
twisty-turny racetracks viewed from
above, Carnage looks and sound like
nothing special - but is a terrific laugh
to play. One to four people can play,
and the object is simply to qualify for
the next race (there are sixteen tracks)
by having at least one driver beat the
computer-controlled pace car(s).

At the end of each race, providing
you've been successful, cash prizes are
doled out which can be spent in the

to tarnish a game's authenticity some-
what.

If you are prepared to overlook this
omission, however, what you'll find
here is your bog-standard tennis game
with no thrills or added excitement.
The control method is simple to mas-
ter with spin and smashes initiated by
moving the joystick as the ball is
struck. Within a few seconds you'll be
pulling off some fairly competent
shots and applying spin with a fair
degree of confidence. You can opt to

garage to customise your car before
the next challenge. Extra acceleration,
faster engines and nitro boosts are all
available, along with what is proba-
bly the game's most fun aspect - land
mines. These little doozies can be
ejected from the rear of your car
and left lying on the track waiting
for another car to drive over, in
which case it's destroyed and vital
seconds are lost while it's reposi-

tioned on the track.
If truth be known, you've almost

INTERNATIONAL TENNIS

play on three types of courts - grass,
clay and asphalt - all of which theo-
retically alter the ball's bounce and
against a computer player or team
with intelligence levels determined by
your good selves depending on your
standard of play.

There are two things that Interna-
tional Tennis lacks, though. First, and
perhaps least importantly, is decent
sound effects. I'm sure that it doesn't
require a great deal of skill or memo-
ry to inject a few sound effects or
audience noises but all you get for

certainly seen this sort of game done
before, and probably with consider
ably more panache, in the cases of
games like Super Off-Road and Indy
Heat. But this is plain, no-frills racing
entertainment, and with the fun multi-
player mode coupled with some devi-
ously-designed tracks, Carnage comes
strongly recommended as a top bud-
get buy, particularly if you've got some
pals willing to join in the fun. [GW]

OVERALL: 84%

your cash is the sound of racquet on
ball. The second missing ‘thing’ is the
option to play in a tournament.
What's the point in loading a game up
and beatifg a computer controlled
player only to be told that you "Win
the game'? Gamers need a goal to
reach and a trophy to gain if they are
to be persuaded to play on. As it
stands, though, you'd be lucky to get
more than a couple of days of statis-
fying play from this release. [5B]

OVERALL: 51%
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At last the
definitive guide to
PC games written
by PC enthusiasts
for PC gamers.

Written by Robin Matthews
and Paul Rigby.

- Available through all
bookshops and
distributed for Sigma
Press by John Wiley

i, ‘ & Sons Ltd.,
*r- e
Baffins Lane,

f Chichester,
. W. Sussex
: POI9 IUD.

!

This unique guide
runs to over 300
pages and has a
Foreword by
Amstrad’s Alan
Sugar. In it, you will
find -

* Reviews of more than 2000
games divided by genre. It’s
easy to reference all kinds of
games from Flight Sims to Beat
’em up, GPGs to Motoring
racing.

» Special CD-ROM Section
*» Special Education Section

* Only £12.95 + £1 towards post
and packaging
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RUSH MY COPY OF THE PC GAMES BIBLE

No. of copies required

Your name

Your address

Method of payment
Visa Access | | Cheque

Please debit my access/Visa account by:

Card number:

1t

I L

Expiry date:

Copies of the PC Games Bible are £12.95 each, with p+pane

All payments should be made to Sigma Press. J..\&
Send all orders to: Sigma Press, South Oak Lane, Wilmslow, Chesh
Telephone: 0625 531035 Fax: 0625 536800 £ =3

Please allow up to 28 days delivery.

THE PC GAMES BIBLE is available through your bookshap.
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COMPELTLTION

96

"TWO TICKETS TO THE FA CUP FINAL!

imminent release of its rather splendiferous soccer offering FA Pre-

mier League Football - so much so, in fact, that they've decided to
push the boat out and celebrate in spectacular fashion. Which is why
you - yes, YOU - could find yourself at Wembley Stadium in the best seats
in the house for the biggest event in the English sporting calendar - the
FA Cup Final! )

We kid you not. Although tickets for the match will (as always) be like
gold dust, you can avoid the horrors of the touts, the queues and the
Wembley box office simply by winning this oh-so-easy competition. The
lucky winner and a friend or relative will be ferried, all expenses paid,
to Wembley on the day and, accompanied by top-level representatives
from Ocean and The One, settle down in luxury seats for 90 minutes of
sizzling soccer action as two footballing titans slug it out for the biggest
prize in sport. And we'll even buy you a meat pie at half time. Ten not
guite so lucky runners-up will each receive a copy of FA Premier League
Football and have to watch the game on the telly like everyone else.

MMMM, NICE

“Sounds great, what do | have to do to enter?” Ah, we're glad you asked.

Y es indeed. Ocean is quite rightly somewhat cock-a-hoop about the

All courtesy of Ocean.

Due to the the utter excellentness of the prize, we're not going to give
it away to just anybody who can tell us what FA stands for. Oh no. You've
got to EARN this prize. So, what we want you to do is predict which two
teams will actually make it to the final.

At the time of writing the 4th Round is still being played, but by the time
you read this the field should have been narrowed down a bit. So, put
your prediction prowess to the test and tell us who'll be in the final on
the big day. As soon as both semi-finals have been played and the final
match-up is decided, we’ll pick a winner from the correct entries and
you could be on the road to Wembley before you know it.

THE RULES

This competition is not open to employees of EMAP Images, Ocean, their
friends or relatives. Or Arsenal supporters, because we don't like them.
(That's no very fair - Ed.}

The winner will be notified as soon as the draw has been made. The Edi-
tor's decision is final and no correspondence will be entered into. While
every care is taken, EMAP Images cannot be held responsible for entries
lost, damaged in the post or turned into paper aeroplanes for a laugh
when we're bored.

Answers, then, on a postcard please to: Me Rovers For The Cup Compo, THE ONE, Priory Court, 30-32 Farringdon Lane, London
B EC1R 3AU. The closing date is March 28th, so you'll probably want to leave it until the last minute to enter so you can make the [
best guess. 5o, get scratching your chin Jimmy Hill style and we'll see you there! Probably.
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J ONE

Having trouble with the lat-
est ‘whipping yarn' from
LucasArts? Join Dave
Upchurch, The Man With
The Fat, as he ventures to
exotic lands and unravels
the mysteries of Atlantis in
this, the almost-complete
player’s guide...

£
2
e
o]
=

Welcome one and welcome all to the
world's finest tips section! We've
really gone tips bonkers this month,
with copious advice for adventurers
partaking of the Legends Of Valour,
the last thrill-packed instalment of
the Legend of Kyrandia solution, a
trip back to the Future Wars for all
you budget buyers out there and
handy player's guides to Pool and
No Second Prize. But first, let's get
(whip) cracking with...

STARTING OFF...

Unlike most graphic adventures, the
Fate Of Atlantis doesn't follow a com-
pletely linear path, and there's often
maore than one way to solve a prob-
lem. This isn‘t, then, your typical step-
by-step solution. However, it should
see you safely through most of the
game's stickier situations.

Often you'll need to talk to people.
Whenever this occasion arises, have a_
good old natter and get as much infor-
mation out of them you can. Don't be
afraid to ask ‘blunt’ questions - being
rude won't ever stop you finishing the
game, although it may break off the
conversation or end in a fight, so be
prepared. If this happens and you
haven't asked them all you'd like, sim-
ply try talking to them again. Most
characters seem to have very short
memaories,

IINDIANA

AND THE FATE

BARNETT COLLEGE

The intro, which finds Indy scouring
the vaults beneath Barnett College, is
pretty straightforward - just keep click-
ing on the objects around the various
screens until you have the statue. If
you can't do this bit on your own
you're going to have REAL problems
later on..:

AT THE THEATRE

First, pick up the newspaper. There are
three ways to get into the theatre. You
can either talk your way past the
bouncer (he's a big fan of Sophia so
pander to this weakness, but don't get
too clever-clever) or beat him up.
Alternatively, investigate the-alleyway
- you'll see there's a ladder leading to
an open window. Push the crates out
of your way until you can reach it then
climb up.



Once inside, enjoy Sophia's fasci-
nating lecture then give the newspa-
per to the stagehand to get rid of him.
MNow you've got to get Sophia's atten-
tion. Try fiddling with the levers and
when the lights are green, push the
button. One fake ghost later, and
Sophia will be all ears.

ICELAND

The first trip to lceland is a bit unex-
citing. There’'s not much to do here
except talk to Heimdall about his the-

aries (it's not all rubbish, so pay some
attention) and get leads to the Azores
and Tikal...

TIKAL

After blundering through the jungle
you'll find there's a snake on the tree.
Calm yourself, Dr Jones. Go back into
the jungle and use your whip on the
rodent to drive it into striking range of
the anaconda. Isn't nature beautiful
yet cruel? Use the tree to cross the
chasm and reach the temple.

Sternhart won't let you into the
temple until you tell him the title of
Plato’s lost dialogue. Admit that you
don't know it then, when he leaves,
talk to the parrot about the diary's
title to get the right answer. Talk to
Sternhart again, giving the correct
answer this time, to progress.

Once inside the temple, get Sophia
to keep Sternhart occupied while you
pop back outside to get the lamp from
the souvenir stand. Use the kerosene
from the lamp on the loose spiral carv-
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ing then give it a good tug. Now use
the spiral carving on the animal’s head
to the left of the screen to reveal the
tomb of an ancient Atlantean. Don't
worry about Sternhart nicking the
crown - you can't stop him, anyway.
At least you got a bead of orichalcum.

THE AZORES
Costa hasn't got any interest in Indy
at all, but get Sophia to talk to him
and it's a different matter altogether.
Keep talking to him until he's willing
to trade with you.

ICELAND (again)

Returning here you'll find Heimdall
will give you a very frosty reception.
Poor blighter. Use the orichalcum
bead on the head of the eel figurine
to free it from the ice. Trade this with
Costa in the Azores to get the infor-

mation you need, in particular the
name of the collection that the diary is
hidden in.

BARNETT COLLEGE

Before exploring the College's vaults
again, get the jar of mayonnaise from
the ice box in your office. The dialogue
can be found in one of three locations;
the room with the totem pole, the
room at the top of the coal chute or
the library. Remember what Costa told
you? All items from a collection are

kept together so use that information
to reduce your search.

If it's in thestotem-pole room, you'll
first need to find a key. Use the mayo
on the totem pole and push it into the
centre of the room. Climb up to the
top-floor room and investigate the
urn. Inside, amongst the ashes, you'll
find the key. Climb back down the
totem pole, push the big crate to one
side and use the key to open the chest.

To get to the room at the top of the
coal chute, first get the gum from the
schooldesk in the library and use it to
make your feet stick to the chute's
shiny surface. Investigate the cat fig-
urines, then melt the odd-locking one
in the furnace. :

If it's in the library you'll need the
dirty rag (from the cellar) and the
arrowhead (from the totem-pole
room) to make a crude screw-

YNVYIANI

S3INOT



(7}
i}
2
=
-

INDIANA

driver. Use this to un-
screw the back of the
bookcase.

INDY'S OFFICE
Before going any fur-
ther, save your game.
You're just about to
choose whether to go
on the Team, Wits or Fists path, and
saving the game here means that you
can come back and try a different path
with the minimum of fuss. For reasons
of space, the rest of this solution will
take you through the Team path...

ALGIERS

Go to Omar's and
take the mask hang-
ing up at the back of
his shop. When in the
bazaar, try to per-
suade Sophia to take
part in the knife-
throwing act. Once
she's stan-ding near-
ish to the board, give her a push. She
won't enjoy her brief experience of
Arab show business, but she'll get a
knife out the bargain.

MONTE CARLO

While Sophia prepares herself in the
hotel room, hang around the street.
Look in Plato's dialogue and note
down what the god machine was used
for, what Plato’s main error was and
and where the city was said to be
based. Talk to the people wandering
about until you find Trottier (he's got
grey hair and a beaky nose, if that's
any help). Chat to him, using your
knowledge of Plato's diary to impress
him enough to meet Sophia for a chat.
Make notes of any other things he
talks about - it’ll come in handy later.

NORETREAT
ONCE CALE
CLOSES

.HEJ{I]#*D

There are two ways you can per
suade Trottier to give you the sun-
stone. The first is to get Sophia to per-
form her spiritualist act, using the info
you got out of Trottier earlier to
answer his questions. However, when
he asks how many fingers he's hold
ing up you'll just have to save the
game and guess.

Alternatively get Indy to do his
stuff. Take the flashlight from the cab-
inet under the sink. Open the fuse box
and turn out the lights. Get a sheet
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from the bed and use this with the
torch and Omar's mask to scare the
hair off Trottier.

ALGIERS (again)
Return to Omar's, show him the sun-
stone to get a map and then trade the
mask for one of his many pieces of
junk. Now try to trade the junk with
the stallkeeper for squab-on-a-stick.
Chances are you won't have the right
piece of junk first time around, but pay
attention to his reasons for refusal and
keep shuttling between Omar and the
stall until you get it right. Now give the
food to the beggar to get a ticket for
the balloon ride.

Once in the air, use the knife on the
tethering rope to start exploring the
desert. The map will give you a rough
guide to the dig site, but you'll need
to land at the nomad camps to narrow

S
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down the search. If the nomads say,
for example, that the site is “consid-
erably to the west” if means the site
is_two or more screens away to the
left, if they say "to the west” that
means one screen to the left, and if
they say “"slightly to the west” that
means it's to the left of that very
screen. Get the idea?

THE DIG SITE

Oh no! Sophia’s got herself trapped
and it's all dark! Fumble around until
you find the 'clay thing’ (a jar) and the
‘long, tubular thing’ (a rubber pipe),
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closes the gate. So, take two, go
through the gate and then use your
whip to get the third. Unfortunately
you're now trapped...

There are a number of problems to
solve in the labyrinth. Here, in no par-
ticular order, are the solutions. You
might find our map handy too...

* To get the gold box, find the
room directly below and poke
Sternhart’s staff (if you've found
it) into the statue’s mouth to free
the counterweight.

= The room with the bouncy floor
is an elevator. combine the weight
of Indy and Sophia to shift it.

I>I'd rather tackle
»1'd rather o into

=You're rioht, I better think this throush zlone.
is together with Jou.
ction by maself,

then wuse them to
siphon some of the
gas from the truck
outside. The "metal
thing’ is a generator,
so fill it up and turn it
on using the ’little
metal  thing" (a
switch). Hooray! Let
there be light!

Use the ship's rib by the ladder to
clear away the crumbling wall and
reveal a mural of Crete. Take the
wooden rod from the table and fit it
into the hole in the middle of the

mural. Place the sunstone on the rod
and use Plato's dialogue to find out
the correct setting to free Sophia.
She’ll give you a distributor cap. Before
you leave, take the spark plug from the
generator. Use the cap and the plug to
fix the truck.

CRETE

You've got to find a moonstone to get
anywhere. Searching around the ruins
you should find a surveyor's instru-
ment and a mural, which shows the
position of the horns and the stone
piles concealing statues of a bull's

head and a bull's tail. To reveal the
statues just push the stones. Use the
surveyar's instrument on the statues
and line up the sight on the horns to
find the moonstone’s resting place.
Mow place the sunstone and moon-
stone on the pedestal, use Plato's dia-
logue to get the correct settings and
open up the gateway to the
labyrinth...

THE LABYRINTH

To enter the labyrinth you'll need to
pick up the three statue heads.
Unfortunately, taking the third one

* To get back upstairs after find-
ing the worldstone, climb the
chain behind the waterfall...

* ...But Sophia won't follow. Use
the whip on the Minotaur statue’s
head and then walk to the head.
Try to convince Sophia to climb
through the hole, but don't insult
her.

Mo way out! There's a secret door,
but to find it you have to use the
orichalcum detector (the amber fish on
a string) that you picked up earlier. Put
all the orichalcum you have (including
Sophia‘s necklace) in the gold box and
then use the detector,

In the map room, put all three
stones on the pedestal to open a door.
Again, use Plato’s dialogue to get the
correct combination. Kerner will
appear and rob you of your girl and
the stones. Don't do anything rash, as
you can't save them. Instead, pick up
the ship's rib and use it on the rock
wall to the right of the cave to escape
to the Nazi submarine...

THE SUBMARINE
Use the intercom in the conning tower
to send all the crew to one end of the
sub. You can now move about the
deserted areas without risk of capture.
Find the small room behind Sophia.
Ask her to distract the guard while you
creep up on him. Then give Sophia a
cue to hit the guard with the buck-
et, (very important, don’t use the
line about “fine leather jackets").

101

VNVYIAQNI

SINOT



INDIANA

Go to the room with
the strongbox and
eavesdrop on Kerner
and Ubermann. Take
the mug from the
galley and fill it with
acid from the battery
on the lower level,
then use the acid to
melt the side of the strongbox. Take
the stones and the key you'll also find
here,

Find the plunger, which again is in
the sub’'s lower level, and use it to fix
the depth-control lever. Unlock the
wheel with the key to gain control of
the sub. Now cruise around until you
find an opening in the sea bed and
enter...

ATLANTIS

5o this is fabled
Atlantis! Bit gloomy,
isn't it? You must
fumble around until
you find a ladder and
use it on the rubble
to uncover a stone
box. Inside is a torch,
which requires a bead of orichalcum
to operate. Put the three stones on the
pedestal in their usual settings BUT,
before pushing the spindle, turn them
all by 180°. Remember what Plato said
about “contrary minds"”? Finally put a
bead of orichalcum in the statue’s
mouth to open the door.

As the interior of Atlantis is ran-
domised, a strict solution isn't possi-
ble. However, here are some guide-
limes...

* Not all rooms hawve visible
entrances. Try climbing through
gratings to access them.

* Avoid Nazis by running in and

out of rooms. Whenever you leave
the main map area, the guards’
positions are changed automati-
cally.

* To get the cup from the statue
across the hole, use the ladder as
a bridge.

* To kill the Nazi guarding Sophia,
find the passage leading to the
grill next to the statue’s mouth
and pop in a bead of orichalcum.

* |n the machine room you can
make beads of orichalcum. To do
this you must first fix it. Use the
bronze spoked wheel from the dis-
abled robot on the peg above the
statue. Then, get a cup of lava
from the lava room. To do this, put
a cup on the pedestal, then use
the statue head on the plague.
Once the cup is filled, remove the
head. Return to the machine room,
pour the lava into the machine’s
funnel and orichalcum will appear
in the dish below.

* To open the large double doors,
put a bead of orichalcum in the
eel’s mouth to get rid of the
water. Now put a bead in the
fish's mouth and... open sesame!

= To use the rafts you first need to
catch yourself a crustacean from
the crab room. Put some food in
the rib cage (if you haven't picked
any up along the way, you'll have
to beat up a guard to get some),
drop it into a pool and Bob's your
uncle. Give the crab to the octopus
and it'll let you pass. To power the
rafts use orichalcum and use the
stones to open the gates, as per
normal. Don't forget to recollect
the stones after use - you'll need
‘em later!

To open the door in the middle ring
you have to repair the sentry statue.
You'll need the bronze gear, the
bronze spoked wheel, the robot part
{from the sentry robot in the dungeon)
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and the crescent-shdped gear (when
you found this you should have also
seen a diagram on the cupboard it
was kept in). Open the statue’s breast-
plate and put all the bits in as shown
in the diagram. A bead of orichalcum
will get it moving

If the bronze gear is en the upper-
left peg, the arm will move forward,
while if it"s on the lower peg it’ll move
back. Connect the chain to the bronze
loop on the door, and move the stat-
ue's left arm around until you can con-
nect the chain to it. Swap the gear’s
position 10 move the arm back and
the door will open. Don't forget to
pick up the hinge pin after all the
excitement.

Now you've got to free Sophia
Give that hinge pin to Sophia, lift the
cage door and get her to jam it open
Around about now, Sophia may start
getting strange because of the pres-
ence of Nur-Ab-5al. If so, pop a bead
of orichalcum into her necklace. When




she holds it up, trap it in the gold box.

Te work the hulking machine you
need to replace the missing levers in
the slats on the left - try the hinge pin
and the sceptre (from the room with
the lava pit). The diagram on the wall
in the corridor shows how to get the
machine maoving, and the diagram on
the floor shows how to stop it. Don't
forget to pop a bead of orichalcum in
its mouth, too!

The inner ring of Atlantis can get
very confusing, so use the map pro-
vided to find your way around. There
are some very simple rules to help you
get you across the disappearing lava
crust - but we’'ll kindly let you figure
them out! Whilst here, keep an eye out
for a giant diagram of locking stones
on the walls - this is how you've got
to align the stones on the God
machine.

THE FINAL
CONFRONTATION

And so Indy and Sophia finaily come
face-to-face with Kerner and
Ubermann. Somehow you've got to
talk them into killing themselves and
not killing you. And would we spoil it
all by telling you how to do it?
Naaaah...

AND THERE'S MORE
S0 now why don't you go and try
the other two paths on your
own? If you need any help you
can always write in to Doctor
David or even get the rather

excellent Indiana Jones And The
Fate of Atlantis hint book. It's
published by Lucas-Arts and US
Gold, and you can get more infor-
mation about it by calling US
Gold on (021) 625 3388.
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THE BASIC LAWS OF
SURVIVAL

Mitteldorf is a big, big place, and it
can a scary one too for the novice
adventurer walking its streets for the
very first time. Here, then, are some
simple step-by-step guides as to what
you should do as soon as you walk
inside the city's wall:

+ Mitteldorf's no place for bums, and
sleeping on the street is not only
uncomfortable it's also illegal and
highly dangerous. So first thing to do
is get a room - you'll find the
Seaman’s Tavern has the cheapest
rates, so make your way there.
Remember: Whatever you do, never
sleep in the street.

* Whether you're of
a religious frame of
mind or not, you
should join a temple
of some sort. All you
have to do is
perform one First
Level quest and then
you can get healed
when you need it on
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Pay attention, would-be heroes! That famed adventurer Erik the
Wolf (a.k.a. DCD's Kev Bulmer and Ken Daglish) is here with some
essential tips for US Gold's chart-topping role-player.

the cheap. Not only that, you'll start
earning a wage.

* There are all kinds of thieves and
brigands roaming the darker
alleyways of Mitteldorf, and they can
tell when someone’s loaded. So,
unless you're out trading, never carry
more than 30 Groats around with you
at any time - stash the rest in your
room where it's safe. Probably.

* The town guard have a bad thing
about fly-by-night adventurer-types,
always coming into the city and
causing havoc. Whenever you see

one, try to get out of sight as quickly |

as you can. Out of sight, as they say,
is out of mind, and the mind of a
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town guardsman is no place for
anybody.

* There are three magical items that
you should try and find as soon as
possible, as they have a highly
beneficial effect on your character,
One is the pair of Seven League
Boots, and you should be able to
locate them in a small room just
south of the East Gate (have a good

There's a great deal of hostility between the various Guilds and Temples of Mitteldorf, and if you're, say,
a member of the Temple of Set then there's no chance of getting into the Men At Arms Guild. This little
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hunt around). The second is the pair
of Gauntlets Of Power, which reside in
an upstairs room of the armoury. The
third is a necklace, but you'll have to
hunt that down yourself.

+ Everybody needs to take time out to
rest from time to time, and you're no
different. Once you've completed a
quest always spend at least two days
lounging around, eating, drinking and
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sleeping to replenish your statistics for
the next adventure.

* If you have sufficient cash, buy life
insurance. Lots of it. You never know
when it'll come in handy.,

* If you ever find yourself in the
fortunate pesition of having some
spare cash on your person, splash out

backstreet. It pays to explore, if you've
got the time and the inclination.

The guickest and most
profitablesrun is usually between the
prison stores/ships chandlers and
Hotches/armoury. | normally use the
West Wall route, veering around the
Temple of Freya, the casino, the
Mercenaries Guildhouse and then up
to Castle Boulevard.

The risk of being mugged or
pickpocketted are high, so try not to
carry more than 250 Groats on you at
any time - this should be more than
sufficient for a full load of goods. If
you're a powerful member of a temple
or magic Guild then this is, of course,

on same weapons' training. It's
money well spent.

* Life being what it is you may
occasionally find yourself being
possessed by an alien spirit. But don't
panic - it's actually good for you! Mot

only is it beneficial to your health, | SPELL
your personal appeal and energy get a e Portal
whacking boost as well. You'll soon Fireball
wish it happened more often! o
HOW TO MAKE Ny
MONEY... LOTS OFIT Power

Money. It's one of the great evils of | . Protection
the world but you can’t live without | 4 | Heal

it! Especially in somewhere so + Sanctuary
commerce led as Mitteldorf. So how fLa¥e
do you go about making pots of the % *But totally exhausts you.
stuff? Well, there are three main { i e T
ways: commodities trading, running
errands and mugging.

The most lugrative of
these is commodities
trading. 5o long as you
know your way around
the town and can
handle the risk of
carrying large amounts
of money/goods on your
person, then by buying
cheap and selling high
you can soon make
yourself a tidy little packet. The where you -can wuse those
cheaper shops in town, Dirty Daglish's sanctuary/warp spells to good
and Downends to name but two, are effect - taking sanctuary in Freya,
typically very difficult to find, being buying at the prison, warping to
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turning a fast buck. One of
the more unusual of these is
going hunting for bat
snacks: throw a weapon at a
bat, pick up the bloody
remains and sell them for 2
Groats - worth much more
than their nutritional value

By checking out the inn noticeboards
you can see what errands are going.
The pay isn't up to much - usually
between 10 and 20 Groats - but they

! as they are considered a
delicacy by the
Mitteldorfians.

Don‘t forget that you can
sell of any surplus items left over
after you've completed a quest, such
as scrolls and so forth. Don't forget

ey [y
A

can be useful if you're out of cash and
in-need of some starting capital to
begin commaodities trading.

Mugging can, assuming you've picked
the right victim, get you quite a large
amount of goods. However, the
inevitable fees you'll have to pay for
healing mean that this activity, quite
apart from being highly illegal and
maorally dubious, isn't usually all that
profitable.

POCKET MONEY

Apart from these three methods,
there are various other ways of

that each of the Guilds and temples
offers small wages to their members
{as they should, after all they took
enough off you when you joined!} but
these a fairly nominal.

As you wander around term
it's often worth picking up the items
that litter the city streets. While maost
of them are worth little more than a
Groat, others can get you a fair
amount, Take potion bottles, for
example - they're worth 30 Groats!

COMBAT

Each monster has its own set
of strengths and weaknesses.
This table describes them all,
including attack
rate (how fast they
hit you), strength
(how much damage
they do if they hit
you) and difficulty
(how hard it is to
kill them). Also
listed is the attack
that they're each
most vulnerable to.
During combat bear
in mind that if you hit the monster at
the same time that they hit you then
they cancel out and no damage occurs to
either party. Also, try using the
autocombat from time to time - it's very
good you'll discover!
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CASTLE MAIN LEVEL
A The Landing Pad.
B The Misty Grave,
C The Castle Gate.
D Bottom of the Stairs.
E The Library.
[ F The Great Hall.
G The Kitchen.
H The Royal Foyer.
| The Kyragem Chamber.

5

CHAPTER
FIVE |

Castle Kyrandia

If you've been paying attention,
Brandon should arrive back on terra
firma with a key, the Royal Chalice and
a flower in his possession. The first
thing he should do is stumble across a
mysterious grave. If Brandon places a
flower on the grave the ghost of his
mother will appear and activate the red
Amulet gem which gives Brandon invis-
ibility for a short period of time.

The castle gate will be the next
obstacle in Brandon's way. If he tries to
unlock the huge barrier then the two
inhospitable gargoyles will send out
flames that will incinerate our hero so
it's probably for the best if he activates
the red Amulet gem and turns himself
invisible before using the key on the
lock. b '

Once inside the castle, Brandon must

ignore Malcolm and locate the two
keys that are needed to unlock the
doors in the Royal Foyer. His first trip
should be via the revolving fireplace in
the library. If Brandon enters a dark
room he'll need to transform into the
Will-"0-Wisp so the illuminating glow
he emits will light his way. Locate the
forcefield, as indicated on the map, and
activate the blue Amulet gem to
remove this obstruction, Several raoms
beyond there should be a rock under

" which a gold key can be found. Pick this

up and leave the catacombs pretty
sharpish,

Once safely back inside the library,
Brandon must retrieve the item that is
on the opposite side of the fireplace.

e



CASTLE UPPER LEVEL

A Top of Stairs.
B The Music Room.
C Brynn's Old Bedroom.

D Zanthia's Old Bedraom.
E Darm's {;}!d Bedroom.

Go to the shelves and pull out the
books with the imitial letters E, P, O and
N. You may notice that these letters,
when rearranged, spell OPEN and actu-
ally cause the fireplace to, er, ‘revolve’.
There's a reason for everything, | sup-
pose. When all the books are extend-
ed, the fireplace will spin round and
you'll be. able to collect the Royal
Crown.

The next port of call is the Music
Room. Unfortunately the journey to
this location isn’t completely unevent-
ful as Herman (the bloke who fixed the
bridge way back in Chapter One)
appears, intent on ‘returning’ your saw
in a not-very-pleasant manner!
Malcolm has turned our friend into a
zombie and the only way he can be
cured is by zapping him with the yel-
low Amulet. Once healed, Herman will
fall into a gentle slumber and Brandon
can continue on his way,

Inside the Music Room there's a cun-
ning listening test to be performed. To
reveal the other key you must play ‘Do-
Fa-Mi-Re’ on the bells. The more musi-
cally minded among you should have
no.problems sorting this out but those
who are tone deaf will need to know
the correct order, which is bottom, top,
second to top and second to bottom.
After successfully playing the bells, the
second gold key will be revealed.

Make your way back to the Royal
Foyer and place the Sceptre, the Crown
and the Chalice (in that order from left
to right) on the red cushions. The door

to the Chamber of the Kyragem should
open and Malcelm will appear.
Brandon will give Malcolm a ruddy
great punch on the bottom after which
he should position himself in front of
the mirror to the right in the Chamber
of the Kyragem and turn invisible (you
should know how to do it by now).

Malcolm will then enter the room
and begin casting a rather nasty spell
with which he intends to turn you to
stone, If Malcolm had taken quality
time to read the complete solution, he

would have realised that this isn't a .

good idea as the spell will rebound off
the mirror and turn his evil bod to
stone. Hurrah!

There you go, then. The evil
Malcolm is finally defeated and the res-
idents of Kyrandia can return to their
normal business of doing whatever it
is they do. Until the sequel, Lands of
Lore, | bid you a fond fairwell.

CASTLE CATACOMBS

A The Force Field.
X The Gold Key.
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FUTURE

Right then... Your quest begins on a
window-cleaning scaffold suspended
outside a tower block. EXAMINE the
scaffold to find the elevator control,
and CPERATE the lift button to bring
the cradle up to the level of the
window. OPEN the window that your
boss appeared from and enter the
building. Once inside, USE your empty
water bucket with the sink to fill it,
then OPEN the toilet door. TAKE the
little flag and OPEN the cupboard to
your right. TAKE the insecticide, and
TAKE the empty plastic bag from the
bin. Walk over to the exit door and
TAKE the key you find there. USE the
bucket with the door your boss
appears from, then exit. When your
boss enters and is soaked, exit the
room through the door.

In the Map Room, USE the key you
found in the cupboard to reveal a
typewriter, and write down the
number you find. OPEN the desk
drawer and get a sheaf of blank
paper. Walk over to the map and USE
the red flag with it to open a secret
passage. SAVE the game at this point
and enter.

You have to work fast here to
shut down the mechanical ceiling
befare it crushes you. Quick as you
can, OPERATE the numbered keypad
and punch in the number from the
typewriter. You can only enter one
number at a time, so you must work
fast and there's no margin for error.
When the fifth and final digit is
entered, the ceiling raises and a
hidden door appears. Exit via this
door,

Once inside the space-age room,
USE your sheaf of blank paper with
the opening on the photocopier-like
machine, and OPERATE the green
and red buttons in that order. When
the documents appear, TAKE them
and an alarm will sound. QUICKLY
leap onto the teleporter pad to the
right before the Crughon guard
appears,

After a blinding flash of light you'll
find yourself standing in the middle
of a swamp in the year 1304. Make
your way across the screen to the
left, treading on the green areas

only - any other part of

g/ ﬁi the screen is lethal. Get as
;4 ) close as possible to the
5 i swarm of mosquitoes and
2 3 ; ¥ USE the insecticide an
B = e them to see them off.
k| { i . Walk further to the left
‘ g s i O SO G e, nn "'} and EXAMINE the glint of
" ST E light to find a pendant.
i TAKE it and exit to the

el Y s L T s 1 ] left.

sleeping guard as you go. Go back to
the large tree and USE the lance with
the branch to knock the downm
monk’s habit and put it on. Go back
to the lake and USE the plastic bag
with the water to fill it. Hurry because
the bag leaks. Rush back to the castle
and exit via the bottom of the screen
Here you'll encounter a snarling wolf
Throw the water at the wolf to
destroy him, because he's an electnc
wolf, and enter the monastery.

Once inside the monastery, you must
remember the golden rules - never
walk into the centre of the room, and
only ever walk around the room

Walk over to the tree by the lake,
EXAMINE it and TAKE the rope you
find there. USE the rope with the
branch of the tree to climb up and
wait there. After a while a local
peasant comes along, strips off and
swims in the lake. Climbk down, TAKE
the tunic and trousers, put them on
and exit to the left.

Walk to the castle guard and USE
the pendant - he tells you to come
back later. Walk around to the back of
the castle and OPERATE the large tree

to reveal a silver coin. Get the coin, go _

back to the front of the castle and
enter the pub. USE the silver coin with
the bar to buy a drink, then sit back
and listen to the local gossip. When it's
over, exit the pub and go back to the
castle guard, who now lets you inside.
Once inside the castle, the first of
your gquests is explained. The local
lord's daughter has been kidnapped,
and you must rescue her. Pay special
attention to what he's got to say, then
leave, TAKING the lance from the
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clockwise. If you break either rule the
disguised Crughons will capture you
With this in mind, walk around the
room and enter the door to the left.
After the set-piece the follows, go
back to the central room and enter the
door to the right.

The leader of the Crughon monks is
here. Do as he tells you, and leave the
room before going back to the room
on the left. Walk up to the altar and
TAKE the cup, then leave and enter the
top door to reach the wine cellar. USE
the cup with one of the barrels to fill
it. Then leave the room and go back to
the Crughon leader, who drinks the
wine and passes out. EXAMINE him to
find a remote control, and TAKE it,
then USE it with the small cabinet
underneath the bookcase to open a
secret door and réveal a magnetic
card. TAKE this and go back to the
wine cellar.

USE the remote control on one of
the barrels (top row, second on the
left} to open another secret panel.



Climb in to enter the Crughon
command centre, EXAMINE the glass
case to find a gas capsule. TAKE it and
LSE it, then USE the magnetic card on
the computer in the centre of the
room to release the girl. A long set-
piece explaining the plot follows, and
then it's on to the second guest,
beaming to Paris, 4315 A.D.
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EXAMINE the rubble around the
bottom-right corner of the screen to
find a blowtorch and exit to the right
EXAMINE the little white thing in the
centre of the screen to find a box of
fuses. TAKE them and EXAMINE the
mound of rubble to find a manhole
cover. OPERATE that to open it and
follow the ladder down.

Once in the sewers, follow the
footpath to the right and USE the tap
with the blowtorch to fill it with gas.
Keep walking to the right until you
find a sludge monster attacking a
woman and her daughter. Slowly
work your way across the screen and
USE the blowtorch on the monster,

which then retreats into the slime.
Listeri to the girl and climb the ladder
to the surface. To get through the
locked door, USE the lance with the
video camera and enter the terminus

EXAMINE the machine in the bottom-
left to find a coin. OPERATE the coin
collector and USE the coin in the slot,
EXAMINE the machine to get the coin

back and try again to
get the newspaper,
TAKE it and wait on
the platform for the
next train. Ride the
train and get off
when it arries at the
next station. Take -
the steps down to
the toilets and
EXAMIMNE the fuse
box on the left, then
USE your fuses on the blown fuses
and go back up. The security guard
will now be occupied with a TV set,
but you must wait until the girl on
reception picks up the phone or starts
polishing her nails before you can take

e

the escalator up. A set-piece on board
a futuristic airliner follows which
winds up with you in prison.

USE the key with the air vent to
open the covering, then USE the gas
capsule on the airduct and quickly
USE the newspaper on the duct to
cover it up. The door opens, leaving
you free to exit to the Crughon
control room, where everybody has
been knocked out by the gas. Another
set-piece follows. You'll end up in
front of a firing squad, but all 15 not
lost. Lo’Ann appears at the last
minute and saves your neck. You are
then sent on your final mission, 65
million years into the past.

Make your way down
the rock face to get to
Lo*Ann, who gives you
an air gun. Follew her
off the screen to the
left. You get to play an
arcade game here as
you shoot it out with
the Crughons - this is
fairly easy, so long as you remember
to shoot the targets marked DANGER
first. If you leave these too long
they'll shoot you dead. Shoot the
Crughon on the floating platform,
then clear up the rest.

When all the Crughons have
seemingly been dispatched, another
appears and shoots Lo'Ann. Kill the
Crughon, then EXAMINE Lo’Ann twice
to find an invisibility pill. EXAMINE
her a third time to find a pendant
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which you should USE on her to revive
her
leaving you to continue alone. Walk
to the far right of the screen and
down
spaceship. Walk up close to the shot

she is them beamed away,

towards the Crughon

Crughon and EXAMINE him to find a
magnetic card and TAKE it. Enter the
chip via the gangplank.

Once in the ship, OPERATE the case,
get up and stand directly to the left of
the exit. When the Crughons open the
door, USE the invisibility pill. Wait for
the Crughons to enter the cockpit and
leave. Go to the bottom of the
gangplank and move quickly to the

bottam of the screen, as the pill's
effects are short-lived. Make sure you
don’t bump into any Crughons. At the
bottom, wait to become visible again
and OPERATE the large box on the left
to open it, and enter.

Inside the cockpit, USE the
magnetic card with the card reader to
your right. OPERATE the glass case at
the front to open it, then TAKE the
garment inside, USE the garment on
the video camera in the far corner to
cover it over. Now lie down on the
black slab and OPERATE the the case
again to activate the ship.

The ship flies on autopilot to the
Crughon headquarters. There's
another set-piece to watch here, and

when 1t ends, leave via the door at
the far end. Use the map (above) of
this maze-like section to get to the
control room. Inside the control
room, USE the magnetic card with
the console on the left. There's
another set-piece to watch here
before leaving the room. You have a
set time to reach the exit before
the ship explodes. Use the map
again to get to the exit quickly.
Congratulations! You've won!
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Tips for Pool? Have we gone potty?
Well, sort of. These aren't tips in the
strictest sense - well, a few are -
rather some handy hints and shortcuts
to help you get the best out of the
game, courtesy of the author himself,
the irrepressible Mister Archer

FAST AIMING/AUTO
POCKETING

To set .up your aim on a ball quickly,
turn on the viewlines, and click with
the right-hand button on the ball you
want to hit. This will line you up with
the centre of the target ball for a
straight shot. From here it's easier to
make fine left-right adjustments for
that perfect shot.

However, in TRICK SHOT and PRAC-
TICE games, this method of aiming will
actually set you up with the correct
angle and power to pot the ball into
the nearest free pocket, so you'll
always pot whatever you hit. This is
useful for experimenting with target-
timg. If the computer can find no shot
to pocket the ball you’ll hear a ping to
signify this.

.COMPUTING BEST SHOT
Using a principle similar to that
described above, it's possible to invoke
the computer's maximum cleverness
to try and get you out of the most
impossible-looking shots. This is simi-
lar to the above, except that it takes

longer to work out EXACTLY the best
shot according to the rules, and it
even tries to place the cueball in
a good position for the next shot.

To dao this click the right button on the
?" icon and the display will go through
all the same views as a computer play-
er would when trying to find the best
shot.

SWERVE SHOTS

Yep, it is possible to do four slightly
different swerve shots. Howewver,
swerve shots on the Pool table are less
useful than those on the larger
Snooker table. The four swerves are
left and right, with top and bottom
spin effects. To achieve a swerve shot,
use the four spin icons to adjust the hit
point on the cue ball to be in each of
the ball's four ‘corners’. If you set the
shot up correctly, the icon message
window will show a SWERVE
LEFT/RIGHT message. Apply three or
more dabs of chalk to avoid a miscue,
and us only 1/3 cue power for most
swerves.

CHALK

You only need chalk for shots that use
spin. For a plain ball shot with the
crosshair in the middle of the TAKE
SHOT icon you don't need any chalk.
However, the more spin you put on,
the more chalk you need. Generally
speaking, if you put three or more
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dabs of chalk on, you will not get a
miscue regardless of the amount of
spin used, even if you do a swerve
shat.

BALL PLACING

In some instances during play, you will
be allowed to position the cueball
anywhere you like on the table. In
these cases, click on the '?' icon and
the computer will not only suggest the
best place to put the cueball, but will
also set you up with the best cue-
power and spin for the following shot.

THE CHEAT MODE

There is a neat cheat mode in Pool that
allows you to set the demo game to be
any of the 20 computer players.

The useful thing is that once the
player difficulty level is chosen you can
leave the game running all night and
the ALL the scores/ranks get sorted
and saved to disk, this means you can
get a good idea of who is good and
who is bad. Unfortunately, Archer is
reluctamt to reveal the cheat for a
while yet, but it shouldn't be too
long...




* The best driver for beginners is
Rainer. He's an all-round guy who
behaves well in curves and can take a
few hits. You should use him until you
are perfectly familiar with the steering
and the way the other drivers behave.
= The forth track, Mallory Park, is ideal
for training with the other drivers.
They are a little faster there than on
Track 1 but Mallory Park doesn‘t have
a lot of tricky bends,

= If you're out to win the season and
embarrass all the other riders then you
should choose Michelle. She's the best
driver of the six {and why not?) but
you should be a trained player to race
with her because it will only take one
or two collisions to send her champi-
onship hopes up in flames.

= If you are racing through the whole
season then you should only save the
game after every three tracks or so
because of the limited amount of
times that you are allowed to record
your position. Once your position is
saved you should practise the next
three tracks intensively so that they
soon become second nature. Then
return to the season and you should
find the game easier because you'll
know the locations of all the tricky
CUrves.

* It's best to begin to use the manual
gears as soon as possible. The auto-
matic gear-shift doesn’t rev the motor
to its limits so you'll be able to use
additional acceleration if you change
gears yourself. Den't be afraid to

CHEATS!

be very useful here,

accelerate until all the red lights of the
rev meter are on (don't try this at
home, kids!) as you can only serious-
ly damage the motor if you change
down several gears too quickly.

* Clean your mouse and use a mouse
pad. This may sound obvious but
Thalion spent ages getting the steer-
ing just right and they don't want to

* If you're keen to break the existing lap records then do the following:
Wait at the start until the other drivers have nearly completed their first
lap. When they're a good measure behind you should race the track as
fast as you can. You'll obviously not encounter any opponents and there
will be less black and brown amateurs cluttering up the course.

* There's a kind of cheat embedded in the game but it takes some time to
use properly and should only be employed if you're desperate to win a
race. What you need to do is nothing! Yes, just hang around at the start
for 59 minutes and 59 seconds. When the hour is up and the clock wraps
around to 0:00:00 once again you can drive a few metres to the finish-
ing line and win the race in absolutely no time at all! An egg-timer can

be blamed for a piece of grime caus-
ing damage at a hairpin bend.

* The latter tracks feature higher hills.
If you speed over them too quickly
then you’ll lose contact with the road
and for a short time NSP will turn into
a flight simulator (great program, isn't
it?). If you do find yourself briefly in
the air then try not to move the mouse
around otherwise you'll veer off at a
weird angle when you land.

= Also featured later on in the season

are pitch black obstacles which slow
you down dramatically. If you find a
few of these in front-of you, and the sit-
uation gets critical then drive on the
grass in preference to the black stuff as
the grass doesn't slow you down as
much.

= If you aren’t racing as Ray (whose
acceleration leaves all the others stand-
ing) then try to avoid overtaking the
other racers immediately as it's likely to
end in tears. Stay behind them for half
a lap or so and wait until they've bat-
tled their own positions out, after which
overtaking should become a lot easier
because the field will be more drawn
out, :

« Activate the pause mode and cameras
only when youd're on a straight other-
wise you'll find it difficult to get back
into the race again,

* The motorbikes in NSP have much
more precise collision detection than
the other objects so don't be afraid to
go quite near to the opponents when
overtaking.

* Once, a season is successfully com-
pleted the game won't be over. You'll
be able to start a new season but the
menu background colours will be dif-
ferent, indicating that you are now in
Super Tough mode. All the other drivers
will race around the tracks as quickly as
they did in the 20th track &f normal
mode but they won't get any faster, By
way of compensation (and to give
you another fair go), you'll be
allocated another eight save-
game slots.
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TIPS

Snippity day,

My oh my,

What a wonderful couple of pages full to
the brim with tips and hints and loads of
stuff like that.

Snippity doo dah, A AT
ppity ¢ FogrE] f 1 .

We pay free software for any exceptionally

hot cheats or tips so send them to us at
Snip Tips, THE ONE, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU.

PC EMULATOR
ALIEN BREED | JUST LOVE TEAM17 SOFTWARE
SPECIAL EDITION SALMAN RUSHDIE PLAYS ALIEN BREED
Team 17 THE IRAQIS MADE THE WEAPONS
ELVIS MODE

There's far more cheats/messages in

this game than we'd previously been ST USERS

lead to believe. Over to Martyn .

Brown, Team 17°s seasoned drinker, The following words cause mes-

for the full low-down, sages to appear (others were printed
last month).

The following phrases {including  KATRINA HIDLE
spaces) do “"something or other”  ANDY ROBINSON
when typed into an INTEX system, so MICK ROBINSON
you'll have to experiment with them DEBEIE BESTWICK

to find out what effects they have. MICK PARKER HALLA
WION THE POOLS HEATHER PARKER STAFFAN
BANK RAID ELAINE ROBINSON KTH
KEY TO THE CITY JOYCIE BABES ROM
MR YALE OR WHAT CATH PHS
JUST CALL ME MOGGY GINGER NODDY Co4d
WHY NOT CALL ME MOGGY AS WELL SHAUN WAKEFIELD BERING
JESUS THIS JIM BEAMS 15 GOOD STUFF CRAIG WAKEFIELD ULRIKA
AHH BUT WILL SHE SWALLOW IT DARREN WAKEFIELD TEQUILA
STEVIE WONDER AMIGA COMPUTING MIGEL EMAP
KMACKERED JOYSTICK ME ANDREAS TGM
HARD BAR***DS LINDA POWERPLAY
ALIENS LIKE MICHAEL BOLTON KYSINGER TILT
F*** OFF ) DEPECHE DATOR
JANUARY SALE NOW ON ANTIACTION DET NYE
ALIENS ARE BENDERS Lz K MAGAZINE
ST EMULATOR JOHNATHAMN FORBES DAMNNY BURKE

KATRINA HAS FARTED AND ITS A BEAUTY LITH JUNIOR MOCMILLAMN
BOWERCLAN
LAURA AND JOHM
VAD ADDER

ANDY SLATTER
LEEDS UNITED
KOKKOSLAVEN
GIRLS DOWNTOWN
GENERAL MOTORS

If you're having a spot of bother on
a particular level then these codes
should come in handy. Type these into
an INTEX system and when you leave
you'll be transported to the specified
level, Hooray!
XXDFA
RTHAA
LAEEA
UYTTA
PFEAB

SNIP TIPS

ROAD RASH
Electronic Aris

To be able to race on the beefier bikes,
you're going to need a few passcodes
and guess what racey Lucy Monk from
Boscombe has helpfully sent in?
PANDA 600 00000 00JOD 102Vs 210UD
PANDA 750 00000 01591 DOEG) 567HM
BANZAI 750 00000 00J01 113BT 22KDP
KAMIKAZE 750 00000 0OROO0 013V5 32RV4
FERRUICI 850 00000 01420 019G5 475V0
SHURIKEN 1000 00000 01421 109G5 448N
DIABLO 1000 00000 01590 10EG) 5T61K

PINBALL :

i

&
FANTASIES

21st Century

You may remember that we printed
a couple of cheats for this pinball
sim a couple of issues back, Well,
we've just discovered that if you type
EARTHQUAKE during play you can
tilt the table as much as you like,

BUNNY BRICKS
Daze Marketing
Anybody who's played this dire bat-
‘n-ball game will no doubt be in a
hurry to complete it se here's a few
cheats which will put you out of your
misery pretty sharpish. You'l thank us
for 'em.

To skip a level hold down ALT,
CTRL, RIGHT SHIFT and M simultane-
ously.




STREET FIGHTER 2
US Gold

There are a couple of cheats for this groovy arcade conversion:

Championship Edition

To be able to play the same characters in a two player game, simply pause
the game (press 'P') and type 7KIDS. The border should flash and if you
guit from the current game then both players will be able to choose the
same fighter. Player 2's character will be indicated on-screen by a small

white arrow to avoid any confusion.

Invincibility
Start the game in one-player mode and place your cursor over Blanka but
don't hit FIRE. Type PATIENCE in slowly and the border will flash yellow to
indicate the cheat is in operation. Now select your fighter as normal and
press F10 at any time to top up your energy,

TIPS

To increase your ball supply hold
down the keys as described above but
replace the ‘N' with "L’

To skip a section replace the "N’
with a 'T' and type in the number of
the section you wish to jump to
{between 1 and 5).

To increase playability hold down
the LEFT AMIGA, RIGHT AMIGA and
CTRL.

LETHAL WEAPON
Ocean

Stuart O'Neill can’t stop writing to us
since his letter was printed a few
months ago and he's sent us a few
tips for Ocean's guite good film con-
version. Cheers matey!

* On the mission select screen, go left
to the Mission 1 door and jump on the
box files. From here, jump onto the far
right of the noticeboard on the wall
and push UP. You should enter a room
with four extra lives just waiting to be
collected. The first three are easy to
pick up but the last will require a bit
of cunning. Injure yourself on the
monster and while you enjoy a brief
period of invulnerability, run to the
extra life and make a hasty exit.

= If you get the four extra lives and
enter the code BMSIPR you will start
the final mission with eight lives,

* During the final mission you may
come across extra lives tucked away
under the floor. To pick these up stand
above them and the floor will give

way. You should then be able to col-
lect them via a handy invisible ladder.
* When you start mission two, pro-
ceed right to the first high platform
and kill the bloke with the rocket
launcher. Jump up the metal support
on the right and continue jumping
right-when you reach the top. As if my
magic you'll find yourself on an invis
ible platform with a few handy ammo
clips to the right.

WWEF EUROPEAN

RAMPAGE

Ocean

If Hulk, The Undertaker and the other
leatard wearing wonders are having
a hard time of it in the ring then help
is at hand. Press F10 ten times

It's all very well people sending in level
codes but, unfortunately, there are
about fifteen different sets of pass-
words so you won't be finding a list
printed here, We will hopefully be fea-
turing a full breakdown of the game
in next month's issue which will explain
the solutions to all the levels in glori-
ous technicolour.

L Sy
FLL

during play to freeze the opposing
tag team, walk casually over to them
and give them what for. Go easy,
though, because if you knock them
down you'll not be able to pick them
back up again. You have been
warned.

A:lmlral ‘Software

There's a number of level skips hidden
deep inside this game but we’ll be
printing them next month. Until then,
please be patient and don't ring us up
because we won't tell you (we're like
that, you know). To tide you over,
though, here's an invulnerability
cheat.

During play, type in ROGER-MOORE
AND OLIVER REED WERE NEVER
GOOD SINGERS (with spaces) to brush
aside the damaging effects of the
Daleks and their unsavoury friends.
The Doc can still be fatally wounded if

rrlll il g o S ey L My o e s —— S
| BATTLE ISLE SCENARIO DISK ONE
| Ubisoft
!: Yet more level codes for weary warmongers
f ONE PLAYER TWO PLAYER
' | GAME GAME
1 BLOCK 9 FROGS 17  ARROW | I'-C,'“'K
2 WATCH 10 ITALY 18 KORSO 2 LOsA
| 3 LAGUN 11 LINES 19 NOUTH 3 BOMES
§ 4 BIRMA 12 VARUS 20 FIORD ! COMET
f 5 SERPT 12 SOUND 21 DONOR 5 PEARL
& RAMBO 14 TWEAK 22 LEYES & MIRCR
§ 7 vYuxkoNn 15 NIPON 23 JUMPY 7 ROMEL
f 8 POINT 16 FLAIR 24 \WERFT g8 MAGMA

SABRE TEAM
Krisalis

You may remember that in last
month's issue we hinted that we'd be
printing a code which would provide
you with infinite Action Points for this
SAS adventure, Well, because the PC
version contains the same cheat and
isn‘t released for another couple of
months, and due to the fact that play-
ing Sabre Team like this is "like playing
chess without ever letting the opponent
having a tum”, the nasty bods at Krisalis
won't tell us the cheat. 5till, there’s only
about 100,000,000 possible numbers
so you could probably work it out
before the end of the world.

he carelessly leaps off high platforms,
though: If that cheat doesn’t work
then try swapping the two names
around or typing JAMES BOND
instead of ROGER MOORE.

THE HUMANS

Mirage

Sdlill



GAMES SURGERY _

THE SURGERY IS
i NOW CLOSED!

n’rlhl’nﬂhl--»-u-nr

they ‘win’" a game just for
having their problem solved
by my good self (although I
would've thought that that
would reward enough).
Second, please bear in mind
that, due to the sheer vol-
ume of mail, | can"t answer
every problem | receive -
although | do try! '
Anyway, having
got that little rant out of the
way, there's just emough
space left to remind you
that the place to send your
gaming conundrums to is: Dr
David's Games Surgery, THE
ONE, Priory Court, 30-32
Farringdon Lane, London
EC1R 3AU. Sadly, Dr David
can't answer queries over
the phone because he hasn't
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LI PINBALL DREAMS

PACK INCLUDES:

500
\SALE!

'CARTOON
CLASSICS

lu: AMIGA 500 PLUS... £399.99  \g are pleased to offer the original 1ue
BULTIN tw DRIVE ... FREE  Amiga 500 Plus (Kickstar/Workbench
A520 TV MODULATOR  F v2.04), including a built-in 18-key numeric
THE SIMPSONS ... E24.89 keypad and Cartoon Classics software at
CAPTAIN PLANET & a new low sale price of only £249. The
THE PLAMETEERS ... £25.99 Amiga 500 Plus can be upgraded, using
LEMMINGS ..........cocooooeoe.. E25.08 any of the hundreds of peripherals that
DELUXE PAINT Il ... %7998 a0 pow available, which include the

LUS! FREE FROM SILICA: award winning GVP range. In addition to
ZD0L PACK ..o 127 .82 the 1we version of the Cartoon Classics
PHOTON PAINT v2.0.. E£89.95  pack at only £249, we are pleased to offer
GFA BASIC v35....... E50.00 a spa%c:iﬂlly lup&gﬂadﬁvgmim with 2Mb
’ RAM for only . And, when you bu

::g: ;;J}gg ::;;g: an Amiga 500 Cartoon Classics Pac

from Silica {1me or 2w version), we will
give you a ZOOL PACK plus GFA BASIC
and PHOTOM PAINT Il worth over E267,
absolutely FREE!

1w A500 PLUS CARTOON CLASSICS

£249

INC VAT - Ref: AMC 0592

SILICA PRICE:
i

GFA BASIC AHO PHOTOM PAINT 2.0 - |NC IIirAT
e e (e e "/ Qmp BAM £279 e
; - .- '.. ;. .: . J sl .l ‘ .

(1 BT'“ MULTIMEDIA CDTV @ - AMIGA A570 ADD-ON
< ams S YOTEM AMIGA @m E :..“!m FOR AMIGA 500 OWNERS

= Ensy o use hofme srberiaimment
syElam

® |niraned Remmote Contnal
= Sieak black design

- mmmﬂm

# Based on the sl saling Amga
Compuinr
= Plays OO audio decs

- it weith CD+G &
CovRac tommais

& Orwr 100 COTV stles svailabis
» Compatible with 1008 of Amiga
programs

# Frad Figh COPD is a ‘collsction”

SALE

A complste COTV  enviorment.  'Wih
keyboand and disk dive & & Rully software
compalible wih the Amiga 500, and able W
run al Amiga games and application scftware.
£50 of COTV sahware vouchars PLUS Sim
City {worth £29.59) are incluged FREE with
every GOTV Mulimedia Sysiem from Silca.

GOTV Keybaard ...
COTY Disk Drive ...

The

e 1ram

-
DA

ROM = set 1o replace disks &s the standard lormat for
-iama
plans 1o ralease CO versions of thair solftware!

The sheer storsge size of a CD (B0 disks) maans that
usng CO soffwame is Faster,
and game play is mcreased with bigger levels, mom
complex problems o sohlve and larger aneas o
exploral And, being compabble with audio CDs, tha
sound guality Trom ch

winning Sim Ciy included FREE with awvery AST0

® Enables your Amiga to run CDTV software
® Plays normal audio CD discs

® Storage capacity equal to 600 floppy disks
| ® Intenal RAM expansion option weee s

® Intemal hard drive option e se

» Compatible with CD +G and CD + MIDI
formats

# Transfer time 153Kb/second

% £100 OFF RRP!
~— £50 OF VOUCHERS!

FREE SIM CITY

# Compalible with CO-ROM industry
standard 1509660

| ® Comes with Fred Fish CDPD collection
+ Sim City FREE from Silica

Mol Y of Chip RAMFAT Agnus is requined for full compatbility with
all GOTY sottware. Silica ofier an upgrade service. Pleass call
and guala REA 1000,

AT & an essantial add-on for your Amiga 500. CD-

5 and senous tites in thi not oo distant future.
goltware companios have aleady announced

NORMAL
OF £3449

7

ics am enhanced

mass s unrivalled! Sim City
lor instance has over 10Mb of data for its graphics
glone and has musc reconded in a studio! Silica's
special sake price of E240 maans thal thone 8 P
bater time o buy e ASTD and, with he award

£24

Raf: CCD 0568

Sikca Systems, ihere's no befier place 1o buy it from’

ALL PRICES INCLUDE VAT - DELIVERY IS

FREE OF CHARGE IN THE UK MAINLAND

L MAIL DRDER: T3 The Wiews, Hatheriey Rd. Sidcog, Hent, DAT4 40X Vel 081-300 1111)
COwebar Lines Open: Mor-Sal 4 -6 Ddpm Mo Lake Mgl Oysining Fax e 061308 0RO
( SILICA SYSTEMS OFFER YOU ] ||oxoow sio. 52 T Gt o, indon, WP 008 U580 108
Cperiry Hos: m%u 9 Marm-6 D0pn k Wo Lale Might Opseiing Fax Mg 079-323 4737
FREE OVERNIGHT DELIVERY: On all hardware orders shipged in the UK mainland LONDON SHOP: Sellridges (1= Food, Oxiord Street, London, W1A 148 Tek 071-520 1234
TECHNICAL SUPPORT HELPLINE: Team of technical exparts al your senice. Cpenifg Hour: _ Mon-Fs 9. Xam- 7 Dpes {5l ciose £ 0pm) Lt Fgl: Thursdiry - Bpm Extengn: 3014
BRICE MATCH: We nommally match competidors on a “Same produc - Same price” basis SIDCUP SHOP: 1-4 The Mews, Hatherley R, Elﬂcgp- Kerd, DAT4 40X Tel: 081-302 8811
ESTABLISHED 14 YEARS: Proven track record in prmassiunaj compuler sales, Oponing Hours:  Mon-Sat R0am-S.3om Late Mighi: Friday - Tpm +F Fas Mo 081-308 (017
£12 MILLION TURNOVER (with 60 siaff): Solid, rellable and profitable ESSEX SHOP: Feddies 2m Foor, High Sireel, Scuthend-or-Sea, Essex, 5511LA Tel: @702 468039
BUSINESS + EDUCATION + GOVERNMENT: “Wolume discounts available 0B1-308 0864, Opaning Hisuri WoweFri 8 30mm-S, Jgim | San 5 00am-5 pm) Mo Latn Reghl Opesing Faor o 070G 46363

SHOWROOMS: Demansiration and training facilities at cur London & Sidcup branches.

THE FULL STOCK RANGE: All of your requirements from one supplier

FREE CATALOGUES: Will be mailed fo you with offers + soltware and pedpheral detads.
PAYMENT: Major cradit cards, cash, chagque or manthly lemms.

Balore you decsde when o buy your naw Amiga cOmpuder, » Sugoest you think wery canelully about

To: Silica Syslems

PLEASE SEND A 64 PAGE AMIGA CI.O'UII CATALOGUE

WHERE you buy . Consider what il wil be lika a few marths afier buying your Amiga, when you may Mr/Mre/Miss/Ms Initials: . BUMame: e
require addsional peripherals or software, or hedp and advice with yaur new purchasa. And, will the | ]
compary you buy from contact you wish details of new products? At Siica Systems, wa ensure that you Company Mame (if applicable)
will have fathing 10 worry about. Wi have been estabished for almesi 14 years and, with cur unfvalied
EXPENENCE ANd SXpoTise, we Can now cialm to maet our Cuslomens. requiremants with an undersianding | Address: |
which |s second o none, Bul don't just take our word for il Comglete and ratum the coupon now for our
|aiest FREE liprature and begin o xpenonos the "SHCa SYBIBMBEAVINT. e R A
|-"'- — -"‘-.I MAIL ORDER HOTLINE s.u‘ :A | ................... PRI & bt s G e s ; |
5 _' EE b J
il 081 -309 11 11 SYSTEMS | Tl (HOTIE oo Tel (Work): .. ; I
e _I
'h L Which computer(s), if any, o0 YOU OWNT . 1004 »
ELDE . Adverbnad pricas sl spdvilcations may changs - Plaasa seium the Soepd lof i [Bsl rlorrabon
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Deciding which
games to send off
for and which to
steer well clear of is
a daunting task. Peo-
ple have been
known to make mis-
guided and ill-
informed choices, a
complaint commonly
known as Not Read-
ing PD Zone-itus.
Stay well and
journey into the
world of almost free
software with Simon
Byron.

GRAHAM
BENHAM'S QUIZ
CHALLENGE

17 Bit Software, disk
2355.

f the title was any more obvious
I it would be called ‘Graham Ben-

hem's Quiz Challenge Written In
AMOS With Dubious Amiga Speech
And A Touch Of Bad Programming
But It's Not That Bad'. Those words
accurately sum up the game and it's
faults but | suppose you're going to

need a bit more info and a touch of
reasoning if only to fill up the rest
of this review.

The title screen declares that this
is Graham's first attempt with AMOS
and, I'm afraid to say, it shows. Silly
things like the way questions run off
the edge of the screen if the string
of text is too long are plain irritat-
ing but it does make the annoying
Amiga speech appear slightly useful
for a change. | just wish that some-
one would invent a speech inter-
preter which would pronounce my
name correctly and not make it
sound like the male reproductive
fluid.

Two players can take part almost
simultaneously via an awkward
answering system which involves
both players using different joysticks
and registering their answers (or
guesses) by moving the 'stick in one
of four directions. Whilst this
method ensures that the answers
can be submitted in confidence, it is
maostly confusing and wvaluable
bonus points are wasted as you
search out the appropriate direction.
The questions supplied should keep
you going for a fair old while and, if
you tire quickly or find them tedious,
there's the option to.add your own.

GBQC is a program which neither
impresses or depresses. If you do
purchase it you'll no doubt be bored
after a few hours (if that!) and, as
such, this guiz cannot really be rec-
ommended.

OVERALL: 51%
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LCD GAMES

17 Bit Software, disk
2356.

ow this is what PD should be
N about! Simple ideas or con-

versions of seemingly ridicu-
lous subjects often make for great
entertainment and this is no excep-
tion. In the days before Gameboys,
portable electronic entertainment
came in simple LCD form. The games
weren't interchangeable, they had
minimal sound, the graphics
‘moved’ in the same way as a flip-
page cartoon which has only two
pages but - and this bit's quite
important - they were fun to play.

LCD Dreams contains ‘conver-
sions’ of four top games; Octopus!,
Parachute, Fire Attack and Oil Panic.
The controls remain virtually identi-
cal to the black-and-white LCD play-
mates with just four directional keys
being used at most. Only Qil Panic
is initially taxing and is based, if |
remember correctly, on one of the
first two-screen LCD games. The
main difference between is the
graphies, which on the Amiga are in
glorious technicolour.

I'm sure that there are many out
there for whom LCD Dreams won't
cut the mustard but for me and, |
suspect, many older gamers who
remember these games in their orig-
inal incarnations, it's great fun and
at £1.50 shouldn’'t be missed.

OVERALL: 82%




TRANSPLANT

Fortiss PD, Assassins
disk 41.

ow, if my memaory serves cor-

rectly, this game has a lot in

common with the old Time
Pilot coin-op. The idea of both
games is to fly around a skyscape
destroying a set number of alien
craft before exiting to another level
where yet more of the sods reside.
But whereas TP featured a rotating
craft with a scrolly background,
Transplant's spaceship remains
fixed whilst everything else swings
around it rather impressively.

It's slick stuff. There are no
apparent glitches at all and the
game as a whole moves along at a
rapid pace. There's a passcode
option so you can always jump
back inte the game where you left
off, if you so wish. There's also a

QUIZ MASTER

17 Bit Software, disk
2357.

ur second quiz offering this
Omnnth would have been
quite good if one thing had

been different, but you'll have to
wait until the last paragraph to dis-
cover this inadequacy. Exciting, eh?
Everything is presented simply. A
question and a choice of four
answers are displayed at the bottom
of the screen. After twenty such
guestions you're given a score and
asked whether you'd like another go.
Sounds okay, doesn't it? After an ini-

couple of nifty two-player modes in
which both players can either team
up or compete against each other
on a clever split screen which actu-
ally works very well.

It's not often you come across a
PD game as well programmed as
this. Everything about it ‘feels
right’, the presentation is superb,
the sound effects are excellent (the
explosions change depending on
the size of the object destroyed)
and the gameplay is absorbing. The
only problem with Transplant is
that it doesn’t offer much in vari-
ety - but when the game's as good
as this in the first place, who needs
it?

OVERALL: 86%

tial score of nineteen due to a mouse
fumble | decided that | was game for
another try.

This is where Quiz Master falls flat
on its face. There are only twenty
guestions supplied. Twenty! | ask
you. And they're all far too easy for
anyone with an ounce of intelli-
gence. You can input teasers of your
own but who buys a quiz game so
that they can set their own gues-
tions? No-one, that's who. There are
loads of triv-type games available on
the PD scene and | suggest you pur-
chase one with more than a score of
guestions. Bit of a shame, this.

OVERALL: 49%

FU.R.M.Y.R.E

17 Bit Software, disk
2347.

F.U.R.M.Y.R.E (which is pro-
nounced ‘furmyre’) tries desperate-
ly hard to disguise its origins. Unlike
most games created with the Shoot-
‘Em-Up Construction Kit (oh, how
that title strikes fear into a PD
reviewer's heart), the aliens require
a sensible amount of shots to
destroy and the ship is fairly respon-
sive, Admitted, the scrolling is typi-
cally jerky and the graphics dull but
there's something about the game
which elevates it slightly from the
standard 5.E.U.C.K. efforts.

The one thing which could be rad-
ically improved, though, is the
‘Game Over' sequence. When your
last life has been and gone, the
game announces your demise and
continues scrolling until a predeter-
mined restart point in the landscape
has been reached. |'ve occasionally
had to wait about two minutes

ESCAPADE

17 Bit Software, disk
2332.

loody Arkanoid. That game's
Bgot a lot to answer for, espe-
cially as | have to sit through
endless clones of it, most of which
are poorly written. Perhaps I'm
being unfairly harsh but I've come
to expect a little more from break-
out games than Escapade offers,
True, it's got varying layouts and
power-ups but the whole thing is
so drab looking and monotonous.
The basic gameplay remains
unchanged. Simply remove the
coloured blocks by hitting them
with the ball and when the screen

before the game would allow me to
begin again and no matter how
many times you press the joystick
button or smash a few keys, the
game refuses to stop scrolling until
it's good and ready, by which time
you've probably reset the machine.

F.U.R.M.Y.R.E. is pretty standard
S.E.U.C.K. fare. With just a little more
thought and, perhaps more impor-
tantly, a different programming lan-
guage, this could have been a real-
ly groovy game.

OVERALL: 63%

is cleared you're presented with,
erm, yet more blocks in a different
arrangement. The power-ups range
from the standard bat-lengthener
and ball-catcher to more disadvan-
tageous abilities like bat-shortener
or ball-speed-up, all features we've
seen many times before,

In most bat-'n-ball games the
ball can be roughly aimed at the
blocks as the "sphere tends to
rebound off at lower angles when
it strikes the bat nearer its edge. In
Escapade, however, be it slightly
off-centre or at the very end of the
bat, the ball always leaves at
approximately forty-five degrees to
the left or right, removing the addi-
tional skill factor.

At no stage does Escapade intro-
duce anything new. PD Arkanoid
games are as common as muck and
for something to be worthy of a
few quid it should introduce some
fresh ideas. Sadly, as you may have
gathered, this game doesn't.

OVERALL: 48%

THESE GAMES LOOK FAB BUT WHERE
CAN | GET THEM FROM?

A huge sloppy kiss and a bit of a hug go to cur great friends at these PD
institutions. If you like what you see here in these pages then it's best

to have a chat to the lovely people mentioned below who'll be able to

sort you out a treat.
# 17 Bit Software,

1st Floor Offices, 2/8 Market Street, Wakefield WF1 1DH.

Telephone: (0924) 366982
= Fortiss PD

PO Box 2, Earl Shilton, Leicester LE9 8LU.

Telephone: (0455) 850980
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PREMIER MAIL ORDER

Titles marked * are not yet available and will be sent on day of release.
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Please send che&
i

ve/PO/Access/Visa No. and expiry date fo:
er Side, Basildon, Essex $§14 1LE

Please state make and mm‘ef of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and
Europe add £1.00 per item, Elsewhere please add £3.00 per item for Airmail.
Telephone orders: Mon-Fri 9am-7pm. Saturday & Sunday 10am-4pm. Tel orders: 0268 271172 Fax orders: 0268 271173.

Next day service availablle add £2.50. Check to see if games are 1 Meg Capacity.

4D Sports Drivin ......

Addams Family..............
A320 Airbus
Alien 3......
Alien Breed Spccll.ﬂ Edition..
Altered Beost
Ambarstar . g
Amos TI'I_, Creator .
Amoas D .......cceevices
Amos Compiler...........ccooeieiineiiee
Amos Professional...............
Another World T
AUOHC COMBE ..o isrvisunsssnsans
Bowverd Winners ...
Archer Macleans F‘oc‘.u|
Arsencl FC " ... L
Ashes of Empire ..........ccovmreesienionss
PNEBCBRINY . s i oo B SR 5
A - Train®.....
AVEB Harrier Assault .. ey
Bl17 |'|:.-' ng Forfress (1 MLH' gt
Betrmon the Mowvie
Bat 2 [1 Meg).....
Battlelooas *
B.C. Kig
5Ik| Box 2 M
Birds of Prey (1 MLQ. L M

Board Genuis ...
Coesar

Coampaign .....cccuverssnnns

Caopcom Collectian

{F-|r|r LF'I]F'I'I".I*E b i

Char mpior 1ship |"-"|rr_1r'|uger | ML“H.I

) e
Iwn:lk Rock 2 * i M :I

Civilisation (1 Meg) ......covruns

Cool World....... '99 Ers S

Combat C |-ns.‘|c=.

Conan The Cimmerian * it

Cowvert Action (1 Meg)..........

Crazy Cars 3

Curse of Enchatia ......... L

Dr:|||=--.. Thempson C |'.n||r—|'|cu=

Dark Seed ..........

Dark Sun 5||uHr_rl_'L. Luud;

Dark Gueen of Krynn .. .

Death Knights OF Kryl n il N'Pq,l

Daluxe Pant 4 .......

Deluxe Paint 4 .&Gf-'«

Demonsgate *

Dasert Sirika®.

Dizzy CJ“I.'-;.IIUH iR

Dizzy's Excellent Adventures

Double Dragon 2.,

Double Dragon 3

Dreadnought .....

Dream Team...........co.....
1" SR e ..[wr}'
Dungeon Master Chaos
Dynahluster,,,,.,,..,...,...........
Easy Amos ;

Elvira 2 (1 Meg]

Epic .. s
E;rc of the Beholder [1 Meq e

Eye Of The Beholder 2 (1 '\u"nslg:l
Eye of the Storm *

F1é& Combat Filot

Fantastic Werlds ...
Faleon 3 * . :
Fiuul F.g_Jhr

""IFF' Force

Fireand ke .........
First Samurai + Meq’i Lo-Mania
Flash Back. ia
F||g|'|1 af the Inh udl_'

4D Spur'lz. E-u:-clng 2 B e SR e el

30 Construction Kit 2 e L B
A320 AirBus (USAY ..o
Abandoned Ploces ...........coceiiiinnns ]
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Elita 2* [Fronfiar)...........c0ree.. e
. 19.99

15 Sirike Frxgle 2 (1 Meg) ... lsee Gombot Clossic
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1999

2999

2499

19.99
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14,99
14,99
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14,99
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2299
&, 99
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MR I
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8.99
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L1559
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5.9Y
22,99

19.99

.20.99
16.97
16.99
16.99

_1'”-}‘"?
19.9¢

T 19.99

22.9%

1699
22.99

6,99
. 20.99

.21.99
22.99

Y
5499

ol 9P

L2.9Y
.19.9%

16.99

J6.99
...B.99

16,99

22.99
22.99
. 1799

The Greatrest’]'

N899

19.99
29.99

..24.99

22 99

1999

s Ry

19.99

B.99
19,99
22.99
24,99

Iyu_ .:uup(l |<||1|E'I$ !

16.9%

16,99

15999

19,99
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Football Crazy .... B 1 L
Foothall Director 2 (1 Meg:l. R |
Footballer of the Year 2 .. : 5.99

One Grand Prix.............. 2299
Ghosthusters 2 et = .99
Ghouls and Ghosts........ooooovee PP
[T A R DO | 5
Godfather Action ... veens 1 9.9
Gods R R T AR TR A
Goldam Aol .........cooimsmssisarsssassnasenid s PR
Grahom Goach *...... 1999
Groham T-n;,.-|or S e e
LT | e R e 146,99
Gunship ?C‘Ul} I:] Mﬂq] ! e 2299
GL-:,' "-tp}' L |':?';";
Harrier Jump Jot * ; 22.9¢9
Harlequin .....ccceusassssnsnssenss 16.99
Harpaoon + Batieset . .. 22.99
Harpoon Batfleset 3......... ?.97
Harpoon Battleset 4.......... 999
Harpoon Scenario Edilor 13,99
Heod Cwver Heels e RN
Heimdall (1 Meg).......c.cccocceveireee 1999
History Line 1914-18 ... 22,99
Hei ........ . e S L |
Hadly s o m s e i a e
HE: o o it et 12.99
lan Botham L1999
| i i 6,59
Indy Jones - - Atlantis Action .............19.99
ndy Janes - Atlantis Adv (1 Meg]... ?-1:.?9
Indy Jones Crusade Adventure .......... 1999
Int Sports Challenge ........................ 19.99
International 3D Tennis ............. 399
Ishar ........ ! ‘&‘ 99
Jack Micklaus Fxrrn C{:\erses 0.99
lack Nicklaus Golf ... o ? o9
Jack Nicklaus Unlimited Golf [ Mﬁgl 19.99
laguar J'U?ZC'I:] Meg) A 14.99
Jahangir Khon Worl E‘j Champ 5quash..5.99
Jimmy Whites Snocker [See 'The Greatest')
John Madden ....................... 14,99
KGE® 2099
Keys of Marameon * L1699
Knlj:l'ﬂrr um-[he {] ‘zlgg
Loser Squad 2 .Sk‘,f - 16,99
Lethal Weapon 3 e
Laather Goddess ............cccociiviviin 799
Loeds United ............cccoii 17.9%
legend............. IR 5
Legends of Valowr ..o 24.99
Legend of Kyrandia.........c..cccoeeirie . 23.99
Lammings ..o iinmnnnanion 14,99
Lemmings 2° : S I
Lemmings Construchion K.r 16,99
Lemmings + Data Disk . 19.99
Lirsks el 2499
Links Extra ':'_Dursts... PSR R D
Lo 1|;_|(||d R(I"':f’ - eeee 2.9
Lost Treasure of Infocom.. .32 e

Lure of the Tempiress ..

M1 Tonk Ploboon .....oc.ooeveevimieeiinens
Macdonalds Land® ................

Maogic Pockets

Mogic Words.........ocoociiiis

Man Utd. Europe ...

Microprose Galf,

MICTOPOSE SOCCEN 1urierirsesrasrassanss sasse
Midnight Resistance..............ccccie

Midwinter 2 (1 Meg .........
Moonsione [1 Meg)...
Marco Police.......

e EmlonJ 517.'""}'. 2l

Mick Faldos Golf ........

Migel Mansell World Chump“ feah

Mo Second Prize 3
Operation Thunder bol ..
Operation Wolf
Pang.........

78 S R

Parasal Stars

lsee "The Greates! I

19.99
16,99
14,99
N7.99
6.9

¥y g [ JY e S 1
Mega Traveller 1 [1Meg] ..............

Mega Traveller 2 (1 Megl L

J9.99

19.99
2299
699
699
22.99

... 1999
...B.¥9
.99
.22.99

19.9%

L1799

&.99

i P
R L

14,99
.. 1699

PGA Golf Courses St
PG Tour Goll ....oooeenmississassssirans 1 1209
Pinball Fantasies .......c..cceeuees 19.99
Pinball Dreams...... ..cccevrineens 16.99

Player Manager ......... R
Pools of Dnrknpss[ Megl S ottt o
Populous .. : 8,99
P-:}uu|uu:. 7R e 22.99
Populous Chnllenqe Diskivvrrrvvesirnreers 10.99
Powerdrift. ISR B.99
Pmrrnr:lngcr : 1999
Powermonger Dnh Dlsk | S R

Premiere (1 Meg) ................. 19.99
Premier Manager ... A 17.99
Predafor 2 499
R-Type.. o 6.99
Railroad T}-co-on [ Meq:l IR s
Rainbow Collection ..o 1399
Rainbow lslands............coineeinns 6.9
Rambe 3. 5,99
Rampart ........ 1699
Ruvmg Mad... 1499
Reoch for the Skies * AR
Realms (1 Meg).........ccccocunas 19.99
Risky Woods .. 1699
Rood Rash .. e 19.99
Robocod ... Is.ee th-lnq Mad')
Robocop...... B899
e R T R 11‘5 o9
R{lh-q:- EFK'!-FI v L '? o9
Rome AD? ....ccoceenas e 10,99
Sabre Team ....... e 19,99
Second Somurai® ...... L1899
Secrat of Monkey |5|urld .:'l M&g] 14.99
................ 24.99

Sensible Soccer 1.1 .............. 16.99
Shadow Lands ........cccceeeeee .19.99
Shadow of Baast 3 ........ccoene 19.99
Shadow Warriors...... 5.99
Shadow 'Worlds . : 7.99
Shoot Em Ue Con Kit.....ocicaieiiinennmas LATR
Shuttle ........ <R TR T 19.99
Silent Service 2 (1 M-qu S 8]
Silloworm LE i a.7¢
Silly Pu Geid 16.99
Sm}rt:n:il:'npubm L1999
Sim Earth .. et i ?? 9
:j|r-'|pm||', By S |see DFEGITI Team)|
SOnRr SIS . .o ins sasedi s e |
Special Forces... & 22.99
Swumg;,- Mnsheri e . 1 5 )
Street F:E::rer 2 I?W
Striker (1 e 16,99
Strip Poker ? + Data.. 6,99
SuperCars ... .79
Super Fi{;l"f&rs b R o
Super Hang On ..o 6.99
Super Telris verees 1 6.59
Super Fr B s
Switchblade —_— "
5w|1cthdP 2. e B399
Team Yankesa 2 | ] Meg] 19.99
Teenoge Mutant Turtles 2 .. .. 14.99
Terminatar 2 . I‘.ce DrE'ﬂr"'- Team|
The Greabest 2199
The Manager .......c.ceree s 19.99
Their Finest Hour |1 Meg] wreneens 1 9. 59
Troddlers e R, 1L
j [ | e S R e
Turbo 'f;|1u||{_'r1tl__|u s Wbl S 8.9¢
Turbo Challenge 3... 14699
Tul'l}o Dl_ﬂrl_.l'l i é':;'?
Universal Mansters® .............ccoceee 1 7.99
Utopia + Data Disk..... 19.9%
Wanworks 2299
WWF 2 . 17.99
WWE . ['SIEE" Dream Team)
Ween ... B R YT
Wing Commander [1 Mr:g:l ..... 22.99
Wizball SR B
Wizkid weee 1659
Zool.. ... R
Imnﬁ'?m L1699

SPECIAL OFFERS

LTS R0 g [ Ja—. % .
Kick OfF 2 172 MEg.rorrrsnrssresees 99
Kick Off 2 Final Whistle........cc.....7.99
Kick (M 2 Gaints Of Europe .......7.99
Kick OMf 2 Return To Europe ......7.99
Kick Off 2 Winning TActics .u......5.99
Shadow Of Beast 2 .......cocooenenen .99

The Kristal 9,99
Wild Wheels 4.99
Mega Lo Mania ....cmmsmscmenenn 9,99
Dizzy Panic .96
Popeye 2 5.9
Thunderstrike .99
Seymour Goes To Hollywood........6.9%
Chuck Rock 10,99
Turbo Challenge 2.....ccoamecsesceens 1299
Compendinm & 26.99

EDUCATIONAL

N[ﬂ.dy“’ H.ar m mlmllllllll"ﬂ
The Three Bears (5-10) ....cocoune...13.99
Magic Maths (4-5) 13.99
Maths Mania (8-12)....mermssse:13.99
Junior Typist (5-10)...uecrcecrsseens-10.99
Better Spelling (8-10) ..o eeerrn-13.99

Better Maths (12-16) ...c.oocvevrnnnr. 13,99
Fun School 2 (6-8) .....coeerremsnnnsens .99
Fun School 2 (+8) aovveeeerncseeenn .99
Fun School (U6) 6.00

Fun School 3 (5-T) ...ocvvnesnmsnnnnss. 16,99
F“-' m '3 [m]ﬂlllm"llmlﬁ!ﬂ
Fun School 3 (US ). 16,99
Fun School 4 (5-T) .cceeeemsasnseness 10,99
Fun School 4 (7-11)..ccomeeseres p— ]
Fun School 4 (US).....cooeeermsasmsnns 16,99
Fun School Paint + Create (over 5+)..17.99
Fun Schoal Spelling Fair (7-13).... 17.99

JUNIOR ADVENTURE

Robin Hood 8+ 13.99
The Wind in The Willows.............13.99

JOYSTICK &
ACCESSORIES
Computek Fig hter Igig

'I'opshr A
Qudqoy Turbo :?,g
Cheetah usf 7.99
Com Pro Extra 14.99
Competetion Pro 5000 13.99
1/2 Meg Upgrade 24,99
1/2 e + Clock  26.99

sessssseew
/S Maxwell
- £7.99
- £14.50
50 x 3.5" - £35.00
100 x 3.5" - £44.99
PRECISION - BOXED
10 x 3.5 - 6.49
20 x 3.5-11.99
50 x 3.5 - 26.00
UNBRANDED - LOOSE
10 x 3.5 - 5.99
20 x 3.5 - 10.99
50 x 3.5 - 23.99
100 x 3.5 - 44,99
RECYCLED - LOOSE
10 x 3.5 - 4.50
20 x 3.5- 8.50
50 x 3.5 - 16.00
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Oooh, we're almost there! Andrew Bray-
brook's super-blaster for the 90s is oh-so-
nearly finished, with his ongoing develop-
ment diary now in its penultimate month.
The game's not due in the shops until around
June, but AB is beavering away like a little
programming demon to cram in all those
wowzer features and explosions. In fact...
well, we'll let him tell you all about it...

PART EIGHT -
JANUARY 1993

Wednesday 6th January

Spent the last couple of days and
some of the Christmas hols checking
out various bits of our software on
the Amiga A1200, as well as check-
ing out other people’'s. Well, it's fast,
but a lot of stuff won't run any
more. In order to determine just

exactly how much faster an A1200 is
and to monitor how much spare
time Uridium 2 has at its disposal,
I've written a routine to see how
much time is left after each frame is
built.

That's not quite as easy as it may
seem because we run a multi-task-
ing environment in our games so the
score panel update is also eating
some time but it gets shut out when

\ -

the game gets busy. 5o just measur-
ing the time that is left over after the
score process has had its fill won't
tell me when it's really in trouble,
but it will let me know when it's get-
ting close.

The next tricky bit is to display this
information. This process mustn't
take too long as it effectively distorts
the results. Printing the answer in 32
glorious colours is therefore out of
the question. | was just about to key
in a table of display colours to
change the score panel colour
according to the percentage of spare
time when | remembered all of the
trouble | went to in working out how
to do HSV colours last month, which,
apart from anything else, required
me to type in a table of 90 colours,
from red, through yellow and green
to blue. Ideal! As long as the spare
time doesn’t exceed 90% then | can
just pick up a colour from this table.

| knew all that HSV stuff would be
useful one day!

Thursday 7th January

The A1200 showed itself to have
about three times as much spare
time, but then | realised that the tiny
routine measuring the spare time
will all get cached by the 68020 and
therefore will run much quicker
anyway, making it look like there's
more spare time than there would
be using the usual mix of blitter,
copper and CPU. I'll have to try it
with the cache turned off.

We've been considering alterna-
tive bonus games, more complex
than the old 'slot machine’ emulator
of the C64 version, but less complex
than a game of Chess against some-
one who's really good at Chess. Lat-
est plan is a game of intergalac-
tic bar-billiards to get the
reactor core to self destruct. Not

O
>
re
-
o
e

s NN 59 ¥




L
=
<
O

ERXBRY "OF A

D

guite sure how we're going to
explain this in the game scenario.
Blame Mark and Simon for this one,
not me. The only real way to find out
if this is going to work is to program
it and try it out on a few people.
Tried loading Uridium 2 on the
A1200 through a stereo TV via its
inbuilt modulator. Quite a good pic-
ture but the sound is rather muffled.
Sounds fine through a normal mon-
itor or the hi-fi, which is rather puz-
zling. Jason is looking into it. Why
isn't the stereo output of the Amiga
sent to a stereo TV actually in stereo,
then? Is there a problem here?

Friday 8th January

it took a bit of thinking to work out
what new routines | needed to do
this sub-game, and a lot more think-
ing to work out where in the game
to put the test-bed. Being a sub-
game it would normally only occur
after a couple of minutes playing
time, but naturally | don't want to
have to waste all that time just get-
ting to the bit that | want to test, so
| put that part of the game in the
front of the titles sequence.

It all gets rather weird at this
stage because the joystick is
switched off except the fire button
at this time, so | couldn’t control
anything. The joystick is off because
| may be running a demo mode and
joystick input comes from another
routine rather than the real piece of
hardware.

All this is now integrated into all
the various joystick polling, options
key press, demo record/playback
routines, etc, so | ended up just hav-
ing to remove a few lines of code to
fool the titles sequence into thinking
it was playing a real game. As 5cot-
ty said in Star Trek IV: "The more
complex the plumbing, the easier it
is to block up the drains”. Anyway,
after debugging the bouncing rou-
tine so that | can simulate billiard
balls, the sub-game is basically up
and running. | can quickly try out dif-
ferent speeds and controls on a
number of people and the game
does appear to be rather hard and
quite slow. More thought required.

Monday 11th January

Gone dotty today. Building rotating
throbbing patterns out of dots in an
attempt to gather inspiration for the
sub-game. My dot particle processor
is quite slow when it comes down to
it. By the time it has checked the
position to see if the dot is on the
screen and worked out where it has
to go and finally worked out what
colour you want it to be it might as
well have used a single pixel hard-
ware sprite. Now there’'s an idea!

Tuesday 12th January
Wrestled, nay grappled, with
AmigaDos for the second time

ever, Jason's ‘Amiga Programmer:s’
Guide' won through in the end and
told me where to find the magic
flags that tell me what CPU is being
used. | felt that this is the sort of
information that the game should
have available and since | don't
know how to determine which CPU
is which then one may as well ask
the operating system.

This is all done at boot time,
when the disk is first inserted into
the machine, and is communicated
up to our operating system, the Ker-
nel, just as it takes over the running
of the machine. Now to try it out on
the A1200 to see if it spots a 68020
CPU. Having correctly identified a
faster CPU then | have the option of
switching in 68020 specific assem-
bler instructions (if SNASM will let
me!) or just running a few more
sprites around on the screen. | think
it's unlikely that I’ll take much
advantage of the new chipset at
run-time, but the extra memory and
faster CPU will all be useful.

Thursday 14th January

SNASM didn‘t let me. “That's not a
real instruction”, it said. Never mind.
There's more than one way to spoil
the broth. For now though, the
immediate problem is: Why won't
the game run at all? Someone had
put an old piece of code back into
my program that gulped a hefty 32K
save map buffer that | had changed
to a 4K buffer ages ago. How can
this happen? | had already deduced
that the game was crashing because
it had run out of memory so | have
been looking at the major areas of
the game to see where memory
could be saved.

Compacted two lumps of plasma
down from 7K apiece to 1K, that
was quite satisfying. Now at least
the program is shoe-horned back
inte a 1 Meg machine but I'm not
sure how much memory is spare.
The sub-game is still causing me no
end of headaches. | have to come up
with something fast, simple, excit-
ing and a bit different. Designing
the game is just so much harder
than programming it. I've done
enough programming now that |
can code myself out of hefty paper
bag without too much difficulty but
designing things requires a constant
flow of inspiration and new ideas.
You can‘t buy that in shops!

Friday 15th January

Got a pretty swirly star display
throbbing in and out but | can't
think of a use for it at all. It displays
four rings of about a dozen stars in
each and is simulating 3D by effec-
tively moving the stars in and out
from the centre of the ring and mak-
ing them glow brighter when fur-
ther out. The rings also spin at dif-
ferent speeds to give a spiral effect.
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Nope, spent most of the afternoon
trying to think how | can use that
effect but I've failed.

It's about time | could load in
smaller maps than the maximum
size for the dreadnoughts and get
them displayed in the correct posi-
tion. Managed to crash the data
compactor program by feeding it
one of the early dreadnoughts
which is quite small. Since it's not
actually my compactor then | have
no chance of fixing it so I'll have to
change the maps to get tham small-
er to start with. At least | can say I've
done something useful today.

Monday 18th January

Right, | feel a sub-game coming on,
so | had a quick dabble on DPaint to
get a rough idea of graphics sizes
and colour usage. I'm going to have
a fairly extensive palette change to
do this display, using six colours to
glow various stages of a giant
defensive shield. | don't know exact-
ly how I'm going to justify the game
in the scenario but that's half the
fun, trying to think up a cohesive
plot for the whole thing later. Does
anybody read the game plots?

Perhaps | ought to write a snook-
er game. Mind you, anybody who
had never seen the real thing might
wonder what the plot is all about.
This white sphere is the agent of the
alien stick creatures used to destroy
the majority red sphere creatures by
projecting them down into six bot-
tomless pits. The ethnic minority
spheres are then picked off one by
one until none but the white traitor
remain.

I've relented over the landing the
Manta on the final runway. That's
now back in as the robot section of
the game is to be replaced. It is no
longer appropriate for a transfor-
mation sequence and a robot burst-
ing through the hull of the dread-
nought. Idea cancelled due to lack of
interest.

Tuesday 19th January

Tried out a new plot routine that |
just feed a shape and it will display
it in any of the 32 colours. | spent
some time defining circles of differ-
ent sizes so | can do an expanding
red circle of debris when the Manta
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Walls marked with yellow and
black chevrons are deadly - will
you be good enough to get
through this tunnel?

(Above) Some of the new-look
Uridium ships are broken into
tWo or more pieces.

(Above) The all-new sub-game
in its early stages - note
Andrew's dodgy scratch GFX.
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(Above and
right) The super
dreadnoughts
get weirder and
weirder - these
two new land-
scapes (volcanic
above and
wood-effect on
the right) are
currently being
toyed with.

{Right)
Aaaiieee!
Uridiumine!
Both Manta
ships are in
mortal danger
here, as a hom-
ing bomb locks
onto the ships'
heat signals -
serves them
right for hang-
ing around too
long.
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blows up. The biggest circle | did was
96 pixels across, which seemed huge
on DPaint but appears quite insignif-
icant in the game. Bigger circles are
required.

The new sub-game control mode
fortunately takes the same parame-
ters as the old robot mode so it
didn't take long to tune up a work-
able new control routine. But can
anybody cope with it? This bit is now
more like an asteroids control, with
loads of momentum. How will peo-
ple get on with this?

Wednesday 20th January
Graeme paid us another visit. This
time he had one arm longer than the
other because he had dragged an
Amiga 4000 over so we can have a
look at it, and, more importantly, a
listen. Our sound routine is a little
unhappy on an A4000; our sound
samples are not always coming out
right. They sound fine on a 500+ and
a 1200, and switching the cache off
on the 4000 rectifies the problem so
we are talking about a timing dis-
crepancy. The 68040 is so amazingly
fast normally that the Amiga sound
hardware isn't getting enough time
to react. Jason is looking into it.

Mark is busy scanning pictures of
rocks, asteroids, moon craters and
the like for our asteroid level. He now
has a flatbed scanner and a picture
publishing package on the PC which
allows him to digitise pictures to a
very high resolution and in loads of
colours. He then has to reduce the
number of colours and the resolution
to that of the Amiga, and re-touch
the images to get them to all fit
together.

Thursday 21st January

Whole day spent mulling over the
sound routine. Just what is that
68040 data cache doing to our
sounds?

Friday 22nd January

Another day on the sound routine.
Two of us, now. A frustrating week is
marvellously rounded off by getting
the phone slammed down by who-
ever mans the phones at Commodore
Technical Support. First call at 14:20
finds ‘The Man Who Knows All' at
Commaodore still at lunch, ring back
later. | figured I'd give him a while as
| had some more investigating to do.
Ring back at 15:12, leave it ringing
for a full four minutes only to be met

|

by someone saying “All the lines are
closed now, ring back Monday at 10
o'clock” and the phone gets
slammed down. Someone’s in need
of a holiday.

Mind you, with a short working
day like 10 'til 3 perhaps | should
apply for a job there. | mean, here
am |, on the front line, trying to get
our code working on one last
machine, it works on all others, get-
ting no support whatsoever. We've
wasted three days trying to figure
this out and if this is a known prob-
lem, or anyone suggests switching
off the data cache, | shall be most
disappointed.

Thanks to Toby Simpson and Rob
Morthen for being considerably more
helpful in shedding some light on
the problem, under the veil of secre-
cy that surrounds yet another Com-
modore product. Just what is it
about this total secrecy thing? If |
had a new, wonderful computer I'd
be shouting about it from the
rooftops as soon as it was ready. 5o
what if the opposition find out
about it, if it's good they'll be quak-
ing in their boots, and the more peo-
ple who have correct detailed infor-
mation about the machine, the more
products will get written quickly for
it. Any new machine, no matter how
wonderful, will surely die without a
constant rich supply of software. I'll
scratch your back, you scratch yours
as well.

Monday 25th January

More test backdrounds for the sub-
game, Seconded six extra colours for
in-flight medification. | want to rep-
resent protective shielding on the
ship's power generator with con-
centric circles of glowing colours.
Decided to ditch the mask plot rou-
tine. | was using it to generate an
expanding circular explosion, but it
takes too many circle definitions,
and there seems little point in going
to all the trouble of running a 32-
colour game only to plot explosions
in one colour.

Tuesday 26th January

Coaxed two test maps of two new
graphics styles out of the graphics
artists, the asteroid dreadnoughts
from Mark and the battle station
from Simon. These will become
fleets three and six respectively. Just
time to put them into demo format
for this months piccies.

Experience the joy, the tears and the -

hey!

- feelings, as the Uridium 2 diary

reaches its conclusion. Keep a box of

Kleenex handy. Sniff.
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WIN AN A600!

Way back in July we had a spiffing
‘Spot The Ball'-style compo to win a
brill AGOOHD, all courtesy of the
Scouse superstars at Rage Software.
Well, congratulations go to Paul
McDonald in Manchester, for it is he
who is now the proud possessor of
a brand new Amiga. The runners-up,
who each win a copy of Striker, are
William Christopher, Hull.

Brian Keebles, Southend.

Alec Lawford, Wimbledon.

Eric O'Sullivan, Greenwich.

Graham Ramsey, Hornchurch.
Nigel Reardon, Harrow.

Robert Simmond, Leicester.

5. Smith, Chatteris.

M. Tunnock, Gravesend.

Andrew Williams, Grimsby.

WIN A VIDEO
RECORDER!

Again in July, in collaboration with
Electronic Arts we gave you the
chance to win a sexy Panasonic
video recorder. All you had to do
was write a story about some Risky
Woods, to tie in with EA’s game of
the same name. The lucky winner is
Jane Wroe from Forest Gate in Lon-
don. The ten runners-up win a copy
of the game, and they are:

Jamie Biles,
Shipton-under-Wychwood.

Tim Gilbert, Kettering.

Duncan Gray, Cenarth, Wales.
Michael Goudge, Coventry.
Richard Keeligan, East Ardsley.
Vicki Kong, Hornchurch.

Johan Ortman, Kalmar, Sweden.
Goel Rhodes-Nsofor, Tottenham.
Chris Robertshaw, Keighley.
Colin Stanyer, Stafford.

BECOME A GAME
STAR!

Yes, it's true! Kenneth Harrison from
Gateshead is the lucky geezer who
will be one of the characters in the
forthcoming pseudo-sequel to Vir-
gin's Lure of the Temptress, as he's
the bloke wot won the compo back
in August. The runners-up each get
a copy of Lure, and they are:
Sam Abbeymore, Cheltenham.
Ryan Bell, Stockton.
James Cheng, Rothefield.

JCOMPETITION

Glen Davies, Bracknell. -

Ken Fletcher, Witham.

Kevin Hand, Northwich.

Brent Mason, Colchester.

Alan Mortimer, Bolton.

Graham Staughton, Folkestone.
Brian Vaughan, Glasgow.

WIN A PALMCORDER!

Last September, in a rather tenuous
link with Core's movie-inspired plat-
former Premiere, we offered you the
chance to win a Panasonic Palm-
corder. All you had to do was write
a film script about a day in the life
of The One boys. The winner was
Steve Richardson from Blyth in
Northumberfand. The runners-up,
who - you guessed it - win a copy of
the game, are:

Kelvin Aston, Isle of Arran.

Tom Clementson, Beckington.
Matthew Hollingsworth,

Rawcliffe.

Kate Ingham, Barwick.

Tom Matthews, Poynton.

Lee Nicholls, Towcester.

Matthew Norvill,

Burnham-0n-5ea.

Pete Pointon, North Pelsall.

Karl Rudman, Beckenham.

Kelvin Webb, Falmouth.

WIN A CDTV!

To celebrate the launch of Beast 3
back in October, Psygnosis offered
The One's readers the chance of win-
ning a smart multimedia CDTV
Amiga. And the fortanate person is
Kit McKay of East Molesey in Surrey.
The runners-up, who've earnt them-
selves a copy blah, blah, blah, are:
Francis Cassidy, Tilgate.

Matthew Crawley, Northfleet,
Shaun Fovargue, Peterborough.
Andrew Grant, Pype Hayes.

Mark Gray, Weeton.

Tony Griffin, Dublin.

Justin Holder, Canterbury.

Geoff Holland, Wroughton.

Adam Parry, Thetford.

Linda Warden, Chorley.

WIN AN A600 (again)!

How could we forget the Hoi compo?
All you had to do to win a sexy AG00
was make as many words as you
could from the phrase "HOI, LET'S

Kit McKay's CDTV-winning entry.

HAVE YOU
ON WITH

PLAY!" And due to the vague word-
ing of the compo, what a lot of fun
we had answering all the calls ask-
ing whether plurals were allowed, if
foreign words counted, etc. Anyway,
it's all over now and the lucky win-
ner is Kevin Larsen from Cranleigh in
Surrey. The runners-up, who should
expect a copy of Hoi in their postbox
any day now, are:

Steve Bremner, Banffshire.

R. J. Deacon, Great Yarmouth.
Steven Dunn, Nettleham.

Matthew Edmunds, Newport.
Stefan Ratcliffe, Battersea.

Heather Redgate, Richmond,

John Regers, Wheaton Aston.
Kwok Tsang, Belfast.

Gregory Whitton, Andover,

Mike Woodcock, Rainham.

WIN A LION’S HEART!

To tie in with the rather excellent
demo of Thalion's Lionheart, we
offered ten copies of the game to
the first gaming maestros to com-

et guee

plete the demo and tell us the end
message. And they are...

Brian Baxter, Belfast.

Richard Driver, Bexleyheath.
Keven Fraser, Turriff.

Paul Giles, Maida Vale.

L.A. Innell, Stratford.

Shane Manshbridge, Colchester.
Simon Scofield, Hoddesdon.

lan Slator, Hoddesdon (friend of
Mr Scofield, lan?).

Mark Tweddell, Bridgewater.
Thomas Walker, Anglesey.

WIN A STICK!

Remember when we asked you to
design a new joystick for Cheetah?
Well, here are the names of the tal-
ented twenty-five readers who
impressed us sufficiently to win a
Characteristick of their own...

A.P. Almond, Preston.

J. Atkinson, Somerset,

Paul Bircham, lkeston.

Nathan Bottomare, Mansfield.
Michael Burtonwood, Abram.
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{Left) Michael
Burtonwood's
entry was a little
devil and there
was a bit of poli-
tics from Stephen
‘BerrElton’ Kissane.

Some of you may have wondered, in a quiet,
pensive moment, “Whatever happened to all
those competitions that | entered in The
One? Did anyone ever win? Or were they just
scams by that conniving little thief Dave to
get himself a free video, palmcorder, etc?”
Well, now you can stop wondering. We've
finally got around to examining our bulging
sacks (© Dominik Diamond's Innuendo Empo-
rium) and here you'll find printed the win-
ners’ names of competitions stretching right
back to July! We apologise for their lateness
but things haven't been running too smooth-
ly here at EMAP Towers recently - Simon'’s
knee has been playing him up and Dave’'s not
been the same since his operation. We’ll do
better in the future. No, really. Promise.

Superfrog joystick

Foster. Well done,
David - your prize is
on its way!

Andrew Catlow, Milton Keynes,
Rosemary Chase, Portsmouth.
Matthew Court, Grantham.
Peter Cowburn, Otley.

Ben Foley, Winchester.

David Foster, Bristol,

Dave Hannam, Basingstoke.
Christopher Hayes, Failsworth.

who entered this compo a prize -
after scouring the January issue for
every occurrence of the word 'toma-
to’ you deserve something! Why not
give yourself a pat on the back? Any-
way, the lucky winner of the won-
drous A1200 is spawny David Lovatt
from Bakersfield in Nottingham. The
Christopher Hodkin, Isle of Arran. runners-up, who each win a copy of
F. Hopkins, Stockton-On-Tees. Bill's Tomato Game from Psygnosis,
Craig Joyce, Gwyndy. are:

Stephen Kissane, Graeme Beaton, Fife, Scotland.
North Baddesley. Michael Browne, Hackney.

Derek Lawton, Crewe. Steve Hurst, Cornwall.

Ross McLeary, Strathaven, Martin Kavanagh, Scunthorpe.
Barry Meanwell, Hull. Peter Luzajic, White City.

Brian Millington, Halifax. Kevin Millar, Greenock, Scotland.
Kevin Robinson, Newsham. Sean Roberts, Carshalton.

Arnold Schuur, Scheemda, lan Smith, Falkland.

Holland. Eric Tosnar, High Wycombe.

Robbie Scott, Isle of Skye. Mark Watson, Ralston.

L. Wallace, Carlisle.

WIN INDY GOODIES!
WIN AN A1200! US Gold offered an authentic Indy

It's a shame we can’t send everyone felt hat and leather jacket to the

winner of this compo to celebrate
the release of Indiana Jones And The
Fate Of Atlantis. We're proud to
announce that the new man with
the hat (and jacket) is Daniel Coaten
from Weston Turville, Aylesbury. The
following lucksters, on the other
hand, should expect to see a bulky
parcel containing the Indy trilogy on
widescreen video any day soon:
Rob Armstrong, Clydebank.

Peter Blake, Killingworth.

Ken Botham, Bicester.

S5imon Deer, Maidstone.

Gary Discombe, Newton Abbot.

lan Gray, [pswich.

P. Murray, Stoke-on-Trent.

P. Peniston, Goole,

Ben Ragless, Welwyn Garden City.
A. Rustman, Leigh-On-5ea, Essex.

WIN A JACKET!

We had a thing about clothes back
in January, as the prize in this compo
was yet another leather jacket, this

time to promote Thalion's top bike
game No Second Prize. The winner is
5. Trainer from Eastbourne in Sus-
sex. And, as the game's name states,
there are no second prizes!

WIN SOFTWARE!

It's good to see that our Recom-
mended compos are as popular with
you as our Games Index one ever
were, if not more so. The following
readers, who were the lucky people
pulled out of the hat for the first
Recommended Compo, should
expect their freebies in the very near
future...

Simon Alton, Shropshire.
Andrew Clarke, Atherstone.

K. Cloud, Ipswich.

C. Doman, Shipston-On-Stour.
John Grieve, Stenhouse Muir.

K. Jones, Leads,

Stephen McNamee, Warrington.
Neal Mcintosh, Warley.
John Russell, Belfast.
D. Westland, Ely.

We couldn't resist this

from 9-year-old David

N Ol L3R WNO D
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RECOMMENDED

As the great Lord Byron once said, "Blimey, I'm a bit skint and | don't want
to waste any of my hard-earned cash on dodgy software. People just aren't
interested in poetry any more so I've got to watch what I purchase. If only
I'd been born a couple of centuries later - then I'd be able to flick to the
back of the latest issue of The One, Britain's biggest and best etc., and see
for myself what's hot and what's, er, not. Crikey, | could get a limerick out
of that pair of rhyming words, I'm off to scribe a new masterpiece and be
Gothic for a bit. Ta-ral”

:?::ddams Family 9 0% 9 2 % z?:'ssinmm :

Ocean

Issue Reviewed Juna 1992 Issue Reviewed November 1992
Memary 512K Memory 1Mb
Price £25.99 Price £25.99

Assassin is a Strider-based arcade shoot-'em-up which
blows the rest of the rest of the feeble attempts clean
out of the water. With perfect control, five massive
levels, gorgeous graphics, inspiring sonics... Need we
go on? Assassin should be in everybody's software
collection, now!

Guide Gomez across tonnes of massive levels in an
eflort to rescue the rest of his family in one of the finest
plattorm romps to appear on the Amiga so far. Bundies
of secret rooms, devious traps and fluid playability
make this film tie-in a ‘'must buy' for all avid fans of the
platferming genre.

:‘u:::quatic Games 8 4% 90% Ehe:jt 3 Lt

Millennium

Issue Reviewad October 1982 Issue Reviewed September 1992
Memory 512K Memory 1Mb
Price £25.99 Price £29.99

Whilst the first two Beast games were lovely to look at
but crappy to play, Beast 3 show exactly how it should
have been done. It's still dreamy to watch but
undemeath the visuals there's a right stonker of a

i game. The cleverly designed puzzles and frantic non-
M stop action should keep most entertained for weeks.

Although this type of 'waggle your sticks’ sport game
went out with Moah, The Aquatic Games injects new life
into the old dog by introducing a number of unusual
events. Packed full of cartoony visuals and aided by a
bouncy soundirack, the AG's should entertain most
owners with a sense of humour.

::::er Maclean's Pool 9 0% 8 5% I:: fhao::gine

Virgin Games
Issue Reviewed October 1982 Issue Reviewed February 1982
Memory 512K RURET Memory 1Mb
Price £25.99 Price £25.99

It's been an age in the making but the wait has just
about been worth it. TCE is basically Gauntlet with
knobs on - but what knobs! Computer-controlled,
artificially-intelligent second player, music that
changes with the action, RPG-like character
development, the list goes on. Great fun, all in all.

When Jimmy White's Whirlwind Snooker was first
released, the public lapped it up in droves. Archer has
used the same game engine to produce a game which
is arguably better than Snooker due to the fact that
Pool is 8 more accessible and easier to play sport. If
you missed out on JWWS then you'd better pot this 'un,

o e 80% BB -

Issue Reviewed June 1982 Issue Reviewed August 1992
Memory 1Mb 8l Memory 1Mb
Price £20.99 Price £29.99

Sid Meier does it again - and you thought he couldn't
beat Railroad Tycoon! Your job? Evolve your populace
up from the Stone Age to the 20th Century and
beyond. The strain of the port from PC to Amiga shows
sometimes in the disk accessing, but the invalving
stralegic gameplay more than compansates.

From the team that brought you Midwinter comes this,
another 3D strategy game in a very similar style.
Supposedly basad in a pseudo-Eastern Europe, it's
the players task to bring peace and harmony to
the world via trading and the occasional bit of
combat, Stunning fractal 3D landscapes.
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Crazy Cars 3 0% ' 8 8% I:j:, 'Jnne::: (Adevnture)

Publisher Titus

Issue Reviewed August 1892 Issue Reviewed January 1993
Meamory 512K Memory 1M

Price £25.99 Price £37.89

Many consider Indy IV to be the best graphic
adventure ever and thanks to its superb graphics and
sound, multiple plot paths and marvellous atmosphere
they're not far wrong. However, on Amiga the
enjoyment is marred slightly by extreme slowness in

Another series of games where the third proved to be
the best of the bunch. Forget the previous two, or
most other sprite-based racers - this game is one of
the contenders for the racing trophy. it scrolls, plays
and mowves so well that you'd be a fool to let this one

: overiake you. places and some annoying disk swapping problems.
D/Generation 9 0/ 2 Cy Indy Jones IV (Arcade)
Publisher Mindscape o o Publisher Us Gold
lssue Reviewed July 1982 Issue Reviewed May 19892
Memory 512K Memary 1Mb
Price £19.99 Price £25.99

Although Indy hasn't fared too well in the arcade game
dept up till now, this isometric-30 arcade adventure
more than rectifies the matter. its blend of puzzies and
action is just right (even though the control can be a
little fiddly in places) and should keep any fan of The
Man with the Hat more than happy.

A throwback to the old days when isometric games
ruled the waves, D/Generation hides its storming
gameplay underneath some "alright’ graphics. An
arcade adventure in its purest form, immensely
suspenseful and cheap as well, you should seriously
think again if this isnt in your disk box.

Dune Hoi

Publisher Virgin Games Publisher Hollyware
Issue Reviewed June 1992 Issue Reviewed August 1992
Mamory 1Mb Memaory 512K

Price £29.99 Price £25.98

A super-cute platform jobby that constantly
astounds, Hol is a surprise star on the Amiga.
Help the 'saur through five bloody huge levels in
one of the most smoothly playable games yatl.
With real gameplay variation this looks set to
bacome a timeless wonder.

Based on the 'classic’ David Lynch movie, in Dune it's
your job to harvest the Spice while battling the evil
Harkonnens on the surface of the ard desert world
Arrakis. Don't be fooled by the graphic adventure-ish
graphics - this is a thinking man's game, albeit one
blessed with easy accessibility and superb playability.

Eye of the Beholder 2 Ishar

Publisher UsS Gold Publisher Silmarils
Issue Reviewed May 1992 Issue Reviewed May 1992
Memory iMb Memory 512K
Price £25.99 Price £25.99

We may disagree with the Frenchies over trivial little

| things like Maastricht, but you've got to admit they

| know how to write damn fine RPGs. Although the first-
person 30 system is a bit like every other you've Séen

| (although prettier than most), the excellent plots more

than compensate for any sense of deja vu.

If 3D role playing adventures are your thing' then you
can do no better than Beholder 2. Although it doesn't
really improve over the original, it's still a huge and
awe-inspiring game which will take some time to
complete. It's looking slightly dated when compared to
the flashy RPGs that are now appearing.

Fire & Ice Jaguar XJ220 -
Publisher Renegade Publisher Core Design rm
Issue Reviewed May 1982 issue Reviewed June 18992
Memory 512K Memory 1Mb M
Price £25.99 Price £25.99 O
Another superb console-type platform game which It seams like the World and his wife is doing some
shows that the Amiga can do it just as well as those sort of licensed car racing game these days, but g
fiddly cartridge machines. Guide Cool Coyote around Core's effort manages to pull away from the pack quite
the many levels in an effort to defeat the avil Wizard in alegantly thanks to some impressively-fast 3D and an
his desart domain. With unigue gameplay elements axcellent easy-to-use track designer (which in our z
and terrific playability you'll miss this one at your peril. estimation is far better than Lotug’ 3's RECS anyday).

- m
Fireforce The Legend of Kyrandia
Publisher ICE Piiblisher Virgin Games Z
Issue Reviewed October 1992 Issue Reviewed November 1992 D
Memory 512K Memaory 1Mb
Price £25.99 Price £20.09 m

O

A graphic adventure in the Monkey Island 2 model. As
Brandon, your only chance of resuscitating your
turned-to-stone Grandad is by defeating the mad
jester Malcolm (the best villain to have appeared in
an Amiga game yet). Lots of truly gorgeous

graphics and an inspired player interface.

Yet another blast from the past, Fireforce has
distinctly Green Beret origins. Who cares where it
comas from when the end product is this good?
Vialence and more violance (with some distinctly
realistic throat-slitting) make this horizontally scroller
a game which you should hide from your granny.




()
Ty
0
<
L
=
=
o
)
o
o

ol o b i et

e e P i it "N o R

N MRECOMMENDED

Legends of Valour

92%

Publisher UsS Gold

Issue Reviewed December 1992
Memaory 1Mb

Price £25.99

LoV uses an amazing graphics engine to generate the
most realistic 30 environment you ever seen! It gives.
you total freedom of movement in the fantasy
gameworld and makes this one of the most
atmospheric RPGs yet! Destined to be hailed a
classic, you'd be foolish to miss it.

Lotus 3

Publisher Gremlin
Issue Reviewed October 1992
Memory ' 512K
Price £25.99

The third Lotus instalment mixes the best of the two
previous offerings and ends up with a game which will
satisfy all. With laps or circuits, a variety of race
conditions and an unusual course designer, Gremlin
have produced a real winner. You still can’t wreck the
Lotuses, though!

Lure of the Temptress

Publisher Virgin Games
Issue Reviewed July 1992
Memory 1Mb

Price £25.99

An impressive debut by Revolution, an English based
programming team, Lure improves over the standard
graphical adventure by way of its real character
interaction. The non-playing characters all go about
their own business, chatting to to each other and the
like, making this the closest game to real life yet.

McDonalds Land

Publisher Virgin Games
Issue Reviewed December 1992
Memory 1Mb

Price £25.99

Yet another attempt to "do’ Mario on the Amiga, this
one succeeds thanks to superb playability and some
interesting twists on old platiorming themes. Of
course it's barely got an ounce of originality but who
cares when the game's this much fun? Want a great
platform game? You got it!

Monkey Island 2

Publisher US Gold
Issue Reviewed July 1992
Memory 1Mb
Prici £37.99

What else is there left to say? The game to end all
graphical adventures with genuine humour and
gorgeous hand-painted graphics improves in every
way over the original (a task in itself). The disk
accessing is a trifle too much but the overall package
is one of the best you'll ever see on the Amiga.

No Second Prize

Publisher Thalion

Issue Reviewed December 1982
Memory 1Mb

Price £25.99

NSP is arguably the first bike game to actually make
you feel like you're astride a throbbing metal monster.
Where it scores most over its predecessors is the

ease of control the player has over the bike - it's
sheer bliss! Virtually faultless, it ranks alongsida
such other racing classics as Lotus and F1GP.

Pinball Dreams

Publisher 21st Century
Issue Reviewed April 1992
Memory 512K

Price £25.99

Arguably the best of the Pinball duo, Dreams is a
masterpiece in programming. The ball movement is so
real that you'll be soon wondering why anybody
bothers to play the real thing. Four tables may not
sound-like much but in a game with no 'end’ there is
endless amounts of fun to be found here.

Putty

Publisher System 3
Issue Reviewed October 1992
Memory 1Mb

Price £25.99

A high-flyer in the charts - and dessrvedly so. Putty is
one of the most original games, let alone platform
games, to have appeared in a long time. As a tiny little
blue blob, the player has to slip, stretch and absorb
his way around umpteen gaudy levels, rescuing robots
from an evil wizard's minkons. Try it - you'll like it!

Project-X

Publisher Team 17
Issue Reviewed May 1992
Memory 1Mb
Price £25.99

Perhaps THE best shoot-'am-up to appear on any
home computer, Project-X is superb in every way.
Arcade guality graphics, amazing speech samples, fifty
frames per second scrolling all add up to make it a
blasters dream. It may be a little hard for the wimps
among us, but don't let that deter you

Risky Woods

Publisher Electronic Arts
Issue Reviewed July 1992
Memory 512K

Price £25.99

Hey, thers are these woods, right, and - they're risky!
{Thanks in the main to the legions of the Undead that
roam its moonlight-dappled pathways). Yup, were in
horizontal-scrolling slash-'em-up territory here and not
a bad one at that, although the scrolling is a touch
fittery' in places.

Sensible Soccer V1.1

Publisher Renegade
Issue Reviewed June 1992
Memory 512K
Price £25.99

Here at The One we don't care what you OR your
mates say - Sensisoccer kicks seven bells out of Kick
Off 2. Instinctive control and out-and-out
addictiveness make it a joy to play, and the improved
goalies in this revised version have produced a game
that's near flawless!

Shadoworlds

Publisher Krisalis

Issue Reviewed MNovember 1992
Memory iMb

Price £25.99

From the same boys who brought you Shadowlands,
Shadoworlds re-emplays the Photoscape system to
good effect in this Aliens-inspired RPG. The accent's
more on action hére than the puzzie-orientated
Shadowlands and arguably suffers for it - shooting
monsters in hall-darkness can get annoying at times!



Space Crusade

Publisher Gramlin
Issue Reviewed April 1992
Memory 512K
Price £25.99

Space Crusade is actually one board game that
deserved to be computerised. It removes all the fiddly
maoving plastic figures about business that made the
cardboard version a chore to play. The isometric
combat sections add to the already tense atmosphere
and make this game a highly enjoyable experience.

Street Fighter 2

Publisher US Gold
Issue Reviewed January 1993
Memory v 1Mb

Price £27.99

Street Fighter 2 on the Amiga isn't half bad at all. It's
not as smart as the SNES version, agreed, and die-
hard fans of the coin-op may be disappointed by some
of the graphical like the lack of parallaxed
backgrounds, but there's still no denying that this is
one of the Amiga's better beat-'em-ups of late.

Titus the Fox

Publisher Thus
Issue Reviewed April 1982
Memaory 512K
Price £35.99

Another platform game with Sonlc overtones that
certainly hits the mark, Tius is a huge and original
game with some unique features (the Magic Carpet In
particular), Extremely fast and furious, although the
size of the levels is ofset by the occaslonal paucity of
baddies actually patrolling them.

Troddlers

Publisher Storm

Issue Reviewed October 1992
Memory 512K

Price £25.99

A puzzle game which s firmly Lemmings influenced,
Troddlers adds to the DMA classic by introducing a
number of different level objectives. It anything it
owes a little more 1o Solomen's Key than Lemmings
with its emphasis on block manipulation 35 a means
to guiding the Troddlers to the level exit!

9%

- 9 1:/9_

Ultima VI

Publisher Origin
lssue Reviewed June 1992
Memory 1M
Price £31.99

The latest (and possibly the last, on Amiga at least) in
the loeng line of quality RPGs, Ultima Vi is by far the
best of the series, boasting attractive i diminutive
graphics, incredibly invohied plotlines and buckets of
atmosphere: Not everybody's cup of tea but an
impressive farewell (7) to say the least.

Wing Commander

Publisher Origin

Issue Reviewed MNowvember 1982
Memory 1Mb

Price £20.99

it's the PC-to-Amiga conversion no-one thought we'd
ever see, but here it is and it's not half bad. It's got
everything the PC version had and is thus just as
impressive. Although the 30 can be sluggish at times,
the superb feeling of actually taking part in a big
space campalgn pulls you through the occasional lulls.

Wizkid

Publisher Ocean
Issue Reviewed June 19892
Memory 512K

Price £25.99
Without a doubt the best game thal Dcean has

M released in a long while, Wizkid also happens to be its

most original (all thanks to those crazy funsters al
Sensible Softwara). On the surface it looks like a
simple Breakout-inspired arcade game, but there is in
fact a wacky arcade adventure lurking beneath, Fun!

Zool

Publisher Gremilin

Issue Reviewed October 1882
Memory 1Mb

Price £E25.099

Gramlin certainly cooked up a character (o rival even
Mario and Sonic in this tribute’ to the sad consoles.
Fast, furious and manic in every way, Zool is a
statement to industry that the Amiga can perform as
well as the plastic slabs - and better! There's nothing
like Zool to impress your mates.
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Ha_ij.re !Gl.l heard about ‘tLe film Jurasmi I'P ‘I"ou should have. Dlrected b}' mbwe maestro Steven Spielberg; it is going
tofhe without dgubl the film eveft 0 93. ;

| i
ﬁd why |sﬁthati-‘“ you may well ask | P & | -}

A L. i 4 1

ple Dinosaurs. A s i _ 1 . ok S o
n ‘Egruan These aren’t your usualj rl-ulj-,r -animated movie monsters. Using advanced. cnrnputer techpology as| | /

pl red in Terminator 2, the special effects wizards are creating dinosaurs so lifelike thatlyou tan almost féel their

ral‘iCI breath on your neqk Ih.fact it's all so revolutionary that nozone has yet been allowed to sﬁe anythmg onit. | |

\

It’ s‘goipg to be big, bediew® iis. A ,f’
And so’$ the game, which is being dev lopyg I:?y Dd‘-:-an The'y klali‘n hat you've neversegn a movie tig-in ﬁké this
before, and from thE people wholbr he ama:lng Ecﬁmi;u 3 that's nnt going to He an empty lie.
Ru oursare ri ib utl tht—NlI a dlth ‘tl ﬁ "
ut h}.e ist -::u r m ’k yol: ¢an be the fhct;p‘»' AndﬁheuT One |:Mhere you'll find them, because next month
e H"she ‘br gmg}y rk t Prugrasgrepprtr onboth the film and the game, featuring/never-before-seen stills

%

th \ng secret\ info. find of course, it'll all be totally e:cluswe this |5’The One, you

i

V’ \ J X N &
@) Aprll- issue on salé March 28th
g J The magazine you canreally get your teeth into
L
_~"| As you can guess, next
& | month’s issue will be in
I have survived passage through the barren wastes of Grengar and put v - 5 something of a demand,
the foul Witchbrood of Morfrey to the sword, yet | still find it a bit of a o | with issues flying off the
problem getting The One on a regular basis. Hence could you please » | newsagents’ shelves faster

reserve/deliver (delete as possible) the April issue of The One for me, *
than Concorde. To make

My name a's.'_ ................................................................ e n i A TR . | sure you're not looking a bit

VF T o ey =T A R i R Al b S S S A S e R e . b sad andd lnstis-lass cOMG
........................................................................................................... | March 28th, why not give

| this coupon to your newsy?
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OURNALISTS see new titles every

week, 1.*;11'}] one claiming-a-be the
best of it's kind. to date. Yet ;u,!hv recent
Evropean Computer Trade Show it was
the journalists themselves that could
be found singing the praises of one new
title in particular - LEGENDS OF
VALOUR.

KEVIN BULMER (The Designer of
Corporation) and IAN DOWNEND the
creators of LEGENDS OF VALOUR,
were literally jostled off their feer as

writers, retailers and fellow programmers

sought to experience what one promincat

industry ﬁglu';?a]}i:d "A game that's

more away of life-utterly extraordinary.”

Demo disks can only scratch the
surface, screenshots in magazines could
never do the :u.'tuum'iiug graphics justice
{that's why you'll see none here). The
only way to really find out what all the
fuss is about is to experience it for
vourself. LEGENDS OF VALOUR - The
Dawning will be available on Amiga, 5T
and PC very soon.

Askyour retailer for more details or
send a 5.ALE. to Danielle Woodvatt at the

address below for an information |'liu'l\..
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1 Sy THETIC DISESSHONS LTD & LS. (000
AL BIGHTS KESERYEIL MANLFACTURED AND DMSTRIBELTEDR
Y US, GOLD LT

LS. Gold Lid. Units 2 3 Hollord Wav, Holford,
Birmingham. B7 6AX. Tel 021 625 35660,

HINTS TIFS "N' HELP CALL THE GOLD PHOME: SPELLIAMMER = PROPHECY OF THE SHADOW » THE SUMMONING Ik SUM » EYE OF THE BEHOLDER » LEGEND
DARKMOON (EYE OF THE BEHOLDER 11) = DA S OF FLAME = HE OF THE LAMCE TEL: 0839 654 139 (OPERATION STEAL | » FLASHEACK Ui
FOR A CORPSE TEL: 0839 &54 284 LM HELPLINE » LECHUCK'S REVEMGE (MOMKEY ISLAMD 2| = INDIAMA JONES & FATE OF ATLANTIE] = TAK
MCERACKEN » MANIAC MARSION » LOOM » SECRET OF WONKEY ISLAND » BATTLE OF BRITAIN TEL: 0839 &54 123 INFORMATION 0839 654 1324 « LEGENDS
I j OF YALOUR TEL: 0839 993 J66 - §5 HELPLIME: AMAZON TEL: @B39 654 394 « 5IA TECH HELPLINE: CRUSADERS OF THE DARK SAVANT TEL: B39 994 47T
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